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GO 
An_ ancient board game which takes the simplest of elements: line and circle, 
black and white, stone and wood, combines them with simple basic rules, and 
generates subtleties which have enthralled players for millenia. Go's 
appeal does not rest solely on its oriental, metaphysical elegance, but on 
practical and stimulating features in the design of the game. 


Go is easy to learn. The few rules can be demonstrated quickly and grasped 
easily. The game is enjoyably played over a wide range of skills. Each 
level of play has its charms, rewards, and discoveries. A unique and reli- 
able system of handicapping brings many more players "into range" for an 
enjoyable contest even between those of greatly differing skill. Draws oc- 
cur in less than 1% of all amateur games. A game of Go retains fluidity 
and dynamism far longer than comparable games; an early mistake may be 
made up, used to advantage, or reversed as the game progresses. There is 
no simple procedure which will turn a clear lead into a victory - only 
continued good play. Go thinking seems to be more lateral than linear, 
less dependent on logical deduction, and more a matter of a "feel" for the 
stones, a "sense" of shape, a gestalt perception of the game. 


Beyond being merely a game, Go can take on other meanings to its devotees: 
an analogy for life, an intense meditation, a mirror of one's personality, 
an exercise in abstract reasoning, a mental "workout", or, when played 
well, a beautiful art in which white and black dance in delicate balance 

across the board. But most important for all who play, Go, as a game, 
is challenging and fun. 


AMERICAN GO JOURNAL 
The AGJ is the sole national publication of the AGA. It provides news, game 
commentary, instruction, and articles of general interest for Go players of 
all strengths. Published six times a year, it is free with the $12 yearly 
membership in the AGA. Back issues: @$2; volumes: @$7. The American Go Jour- 
nal is protected by the copyright laws. Reproduction in any form is for- 
bidden without written permission of the American Go Association, P.O. 
Box 397, Old Chelsea Station, New York 10113. 
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GO NEWS IS GOOD NEWS 
By Terry Benson 


There is a lot of news in this issue because there is a lot of good news 
for American Go. Jim Kerwin's imminent return from Japan bodes well for 
future promotion of Go in the U.S. (p4). The U.S. Championships again 
had 141 entrants, thousands of $ of prizes were donated, and the top 
sections, East & West, were the toughest ever (pl0). Cho Hun Hyun, Korea's 
#1 pro, made a 22 day tour of the U.S. and Canada, bringing the Korean 
and American Go communities together (p6). 

Terry Benson, AGA president travelled to Los Angeles and San Francisco on 
a combination vacation/Go/business trip. While there he made arrangements 
for a major AGA sponsored Southern California tournament (see notice 
below), found someone in San Francisco willing to take over the AGJ 
editor's job (p4) who was also interested in producing an American Go 
Newsletter to supplement the Journal's infrequent schedule. Arrangements 
have been made to merge the Northwest group which has produced the West 
Coast Go Newsletter with the AGJ staff. 

August to October have been busy months for the AGA promising a bright future. 


SSSSSSSSSSSSSSSSSSSSSSSSSSssssssssssssSssssssssssssssssssssssssssssssssssssss 


TOURNAMENT AND EVENT CALENDAR 


27-28 December: SOUTHERN CALIFORNIA OPEN and SOUTHERN CALIFORNIA 
HANDICAP tournaments. See notice below. 

1-4 January, 1981: LONDON OPEN GO CONGRESS. Contact: Jéremy Hawdon, 
3a Rutiand Park, London SE6 4LH (Tel: 01-291 0849.) 

7-3 February, 1981: 22nd ANNUAL NEW JERSEY OPEN. Bell Labs, Murray 
Hill, N. Jd. Contact: Bob Ryder,21 Sunset Dr., Summit, N.J. 07901. 
25 July-8 August, 1981: 25th EUROPEAN GO CONGRESS.in Linz, Austria. 
Further details will be announced as we have them. Contact: Anton 
Steininaer, EGF Secretary. Wienerstrasse 69, A-4020 Linz, Austria 


SSSSSSFSSSSSSSSSSSSSSSSSSSSSSHSSSSSSSSSSSSSHSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSEH 
SOUTHERN CALIFORNIA OPEN 
& 
SOUTHERN CALIFORNIA HANDICAP 
-- 2 AGA Sponsored Tournaments -- 


Site: Los Angeles Korean Go Club 
430 S. Western Ave. (near 4th Street) 
2nd Floor 
Los Angeles 


Date: Saturday, December 27 and Sunday, December 28 
Start: 1 pm, both days 
Events: 2 simultaneous events; players may enter 1 event 


1 even game tournament - no rank limit 
1 handicap tournament 


Entry Fee: $5. 


Contact: Richard Dolen (213)828-0478 (home) 
(213)743-2957, (work) 


AGA Membership Required. (Available at the door: $4 special 
membership or $12 with a subscription to the American Go Journal. 
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TURNING POINTS 
A Report by Terry Benson, AGA President 


There are many turning points in the life of an organization: its 
creation, the transfer of responsiblity from the founders, the 
transition from a local entity to a wider association. The AGA is 
rapidly closing in on two crucial changes,the further 
professionalization of its promotion of Go in the U.S. and the 
transition from an organization viewed as Eastern (although its officers 
were working nationally) to one accepted as representing the interests 
of the entire country. 

The printing, binding, and mailing of the American Go Journal has been 
handled by professionals since John Stephenson revived the magazine in 
1974. He, Matthias Thim, and Masao Takabe all realized that those jobs 
would sap the strength of a volunteer organization. For lack of 
resources, nothing else could be professionalized. Soon, however, a new 
factor will be added to the American Go equation: our one and only Go 
professional, Jim Kerwin, is returning to live in the U.S. and promote 
Go. 

With that in mind and with a dona- 
tion toward his airline ticket by 
Mr Takabayashi of Kumano Nachiguro, 
the AGA invited Mr. Kerwin to at- 
tend the Eastern U.S. Championships. 
Rather than waiting for next year, 
we saw a chance to introduce him 
to a large number of players and 
organizers, to refamiliarize him 
with American Go, to demonstrate 
what the AGA is and does, and to 
give us a chance to get to know 
him and to give him our advice on 
the future promotion of Go. 

In the seven days he was here, he 
played four simultaneous demonstra- 
tions (one at Bell Labs, Murray Hill, 
one each day of the Eastern Cham- 
pionships, and one at the new 
Manhattan Go Club), gave two lec- 
tures, played a number of teaching 
games, participated in the Eastern 
Executive Committee meeting, talked 
to most of the organizers who 
attended, and generally observed Jim Kerwin 
the proceedings. He had had doubts 
about'’the value of such an arduous, brief trip; but in a thank-you letter 
he says, "In retrospect I'm glad I went. The trip was valuable, though 
tiring." For us the trip was invaluable. The process of figuring out how 
best to use Jim's talent and support him as a professional here has begun. 

For those unfamiliar with Mr. Kerwin, he is our very first American pro- 
fessional. Mr. Kerwin learned Go at Carleton College in Minnesota, and by 
1970 he was amateur 3-dan. In the summer of 1971 Mr. Kerwin visited Japan, 
and during this visit decided he would return to become an insei (student 
professional). His goal was realized January, 1974, when he moved to Japan 
and began studying with Iwamoto, 9-dan, author of Go For Beginners. In 
1978 Mr. Kerwin was promoted to professional l-dan, and in 19 9 he won 
the l-dan section.of the Kisei league, the largest professional tourna- 
ment in Japan. He is currently rated professional 2-dan. 
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At present his plans are to leave Javan after the first of the year 
and come home "the long way", i.e. over Europe. He expects to arrive in 
the U.S. sometime in spring (March?). He will relax for a month or two 
and then begin a long cross country tour, to be arranged with the AGA, 
of the Go areas in the U.S. and Canada. Then he'll decide where to 
locate and how to proceed. 

Clearly he will have to construct a broad base of support to succeed 
here. It is also clear that we will have to help channel support to him 
as our sole professional. Many have questioned the feasibility of 
earning a living as a Go professional in the U.S. The present narrow 
base of organized Go players will support neither a fully professional 
association nor a professional player. But a professional Go 
promoter/entrepeneur/teacher backed by an enthusiastic volunteer 
organization may spark the Go explosion we've been expecting for years. 

I first got to know Jim on a trip to Japan in 1978. He impressed me as 
an easy going, warm man with an intelligent degree of reserve - perhaps 
acquired from his years there. He is deliberate in his choice of words 
and thoughtful in-laying out his ideas. At times he has an almost 
professorial air about him - enlivened by an impish smile and wry wit. 
His purpose is clear, his opinions are strong, and his attitude toward 
them is pragmatic and truly American. 

Jim's major critisism of American Go organization is that we seem to 
cater only to the strong players (above 7 kyu) and thereby stunt the 
growth of the game. Many would argue that only those "strong" players 
will stay with the game - a neat self-fulfilling prophesy. There are 
many, many people who know the rules of Go and play casually with little 
thought of improvement and little contact wiht the AGA or established 
clubs seeing us as purists or fanatics who have nothing to offer. This 
huge pool of support below the AGA's average 6 kyu player remains to be 
tapped. Jim asks, "How can we attract the broad participation one sees 
in the American Contract Bridge League?" ACBL tournaments draw players 
who barely know how to bid as well as Life Masters. How can we make our 
tournaments more fun? How can we make the game more approachable, less 
threatening? These are the questions he has raised that we must all 
begin to answer. 

As Jim returns and settles in, the AGA will be pulling itself 
together. The West Coast has felt distant from Association activities 
for many years in spite of our best effort. As a result of conversations 
with Western organizers during my recent trip to L.A. and San Francisco, 
there is now a good possibility that a major share of AGA work and AGA 
authority will pass to the West. 

Ken Kohnen of Berkeley has agreed to become editor of the American Go 
Journal next year. He has the time to devote to it, energy aplenty, and 
the most active Go playing community in the U.S. to draw on for help. He 
has been producing The Berkeley Go Newsletter and is ready to put his 
talent to use for all U.S. players. Bob Terry of the U.C.L.A. Go Club 
has already translated three professional games (to begin appearing 
next issue), has produced a Japanese Go glossary of important kanji 
(ideographs) and phrases, and will turn out future material for the AGJ. 
Philippe Varda and his group in Seattle has also agreed to work with us 
on the AGJ. With this national effort the Journal can only improve in 
quality. In addition we hope to put out an American Go Newsletter (4 
pages, 6 times a year) to supplement the Journal's infrequency and to go 
to all AGA members (special and regular). 

There is a strong feeling that the West should also have AGA officers. 
When the volunteers show themselves and the Western Executive Committee 
acts, it will happen. 

Perhaps by mid 1981, we will ‘have a more national AGA, a better (and 
more prompt) AGJ, a newletter, more members, and out very own 
professional. The fuseki will be over, the middle game begun. 


©) 


KOREAN CHAMPION VISITS U.S. 
by Terry Benson 


One of the most encouraging elements in the recent history of the 
American Go Association has been a growing relationship with the Hangook 
Ki-won (Korean Go Association). In the last two years the Koreans have 
sent their three most famous players. Cho Nam Chul, considered to be the 
father of modern Korean Go, came on a short visit to the East coast in 
1978. He shared with us his experience, his advice for promoting Go, and 
his enthusiasm for the game. 

Later that year, Mr. Kim In, “Tiger Kim", came on an official visit 
with a group of three strong amateur players on their way back from West 
Germany. He was impressive over the board (winning all but 2 of 50 
games) and impressive in his warmth, dignity, and gentlemanliness - a 
true ambassador of Go. 

The culmination came this year. The Hangook Ki-won sent their #1 
player: Cho Hun Hyun. Mr. Cho holds all of the Korean professional 
titles - all 9 of them! He is a gentle and quiet spoken man, quick to 
smile, and quick to kill off large groups of enemy stones on the Go 
board. True to the popular image of Korean Go players, he loves to fight 
and does so with consumate skill. His ability to give high handicaps to 
upper level players even in large demonstrations is quite astounding. 
His perfect record against them included a number of victories on three 
stones against 6th dans. 

Travelling with Mr. Chowere two amateurs. 
Mr. Kim Yeong Seong was team captain. His 
hearty energy kept the group going in its é i 
arduous cross country jaunt. He is a member ~ 
of the Board of Directors of the Hangook Ki- 4 
won and is rated 4dan. Casual games indicated { 
that he was on a par with our strongest players. Pe 
Mr. KimBeong Jun, rated5 dan, is aden- i os 
tist whose go demonstrates his incisiveness. 
He has won regional championships in Korea and 
is near the strength of U.S. Champion Kyung 
Kim. There was concern about thé group's 
ability to get around the U.S. without a translator; we had been told 
none of them spoke English. Thankfully that report was too modest. The 
second Mr. Kim had studied here and speaks English quite well. Both of 
Mr. Cho's companions were fun loving players always eager for another 
game and excellent complements to Mr. Cho's professionalism. 

Off the Go board Mr. Cho is modest and retiring. His enthusiasm for 
the game is most evident in his willingness to take a month from his 
busy tournament schedule to take a busman's holiday in the U.S. While 
every host was willing to show him the town, Mr. Cho often chose to 
relax when not playing. Clearly his game never suffered while here and 
apparently the difficult trip did not dull his edge; since returning to 
Korea he has retained one of his titles. We would like to thank Mr. Cho 
for his time, wish for his success, and hope for his return. 

The growing relationship between the AGA and the Hangook Ki-won comes 
from the mutual recognition of the strong ties between us. A glance at 
tournament grids from the recent past makes clear the dominance - as .a 
group - of the Korean/ American players. Only our two U.S. born 
Japanese/Americans, Takao Matsuda (N.Y.) and Shigeo Matsuhara (L.A.), 
can keep up with the dozen (or so) tough Korean players. There are a 
growing number of Korean Go clubs in the U.S.; clubs which will 
hopefully become part of the AGA and form nuclei for the growth of 
American Go. Supporting these new groups of avid Go players is a comon 
task of the AGA and the Hangook Ki-won as is the forging of connections 
with the American Go comunity and its (usually weak) American players. 


American Go is a polyglot affair already. We are only too happy to 

welcome a new group of enthusiasts, to be thankful for the support given 

us by the Hangook Ki-won and to hope for its continuation in the future. 
The Cho tour took the group . : 

to 11 cities in 22 days over a 

5000 mile route. Mr. Cho 

played roughly 170 players 

(15 percity) losing only 1 or 

2 games in each demonstration. 

the most outrageous result was 

in Philadelphia where he 

played 29 games and lost just 


one! (The number of players is / : 5 ee 
almost as outrageous as the (1.to r.) Kim Beong Jun, Kim Yeong 


mubeane, But the Palladelphig: ones PA MUN rerun Boden y Yeuny iNerle BGR 


club did donate $400 to the cost of Mr. Cho's trip.) 

The person most responsible for this fine tour is also one of our 
finest players: Shin A. Kang of Baltimore. Mr. Kang made the initial 
arrangements while on a business trip to Korea in January, followed up 
with telephone, telex, and letter comunications, and finally made the 
trip possible by underwriting the cost of Mr. Cho's airline ticket, 
$1000, against the receipts of donations and playing fees from the AGA 
clubs. 

Organizational arrangements for the tour were made by the American Go 
Association including the formal invitation and a guarantee that the 
players' expenses would be covered. Both these assurances and an 
official Affidavit of Support filed by Shin Kang for each visitor were 
necessary for them to obtain visas. Terry Benson, AGA President, became 
a travel agent during the month of August. Having only 7 days notice of 
the group's arrival, phone calls were the only choice for setting up the 
complex schedule. Principal organizers were contacted in each city, told 
of the possiblities, and asked if they could make arrangements for 
lodging, translation, play, publicity, and local transportation. 
Financially each local club agreed to cover Mr. Cho's expenses, but 
diplomacy and hospitality sometimes made it necessary to take care of 
some of the expenses of the entire team. Further, each club was to 
collect such money as it could from those who played Mr. Cho and send it 
to the AGA to help defray Mr. Cho's airfare. 

Every player who played Cho and every club which benefited from the 
value of a professional visit owe two debts: one to Shin Kang for 
conceiving and initiating the idea of the tour and then providing his 
financial support. He puts into action his desire to bring the Korean 
and American Go comunities together into the AGA. The second debt is to 
the AGA itself whose small group of national officers make tours like 
this possible. In particular Terry Benson spent over 60 hours organizing 
this tour while also preparing for the U.S. Championships (he directed 
the Easterns ) and preparing for the visit by Jim Kerwin and Mr. Sato 
(reported elsewhere in this issue). 

The quick response by the AGA organizers to the Cho tour is one of the 
clearest signs of the organization's health. In each city at least two 
players helped take care of our visitors. The eleven clubs/cities 
involved each had sufficient resources - people and $ - to take on the 
role of host and the report from Korea is that they were impressed by 
cour informal but effective organization. It is an organization we can be 
proud of and one we must continue to improve for our sake and the sake 
of our future guests. 

The cities visited and the principal organizers responsible were: New 
York (Young Kwon/ Terry Benson’), Washington (John Goon/ Shin A. Kang), 
Philadelphia (Wan Ki Oh), Montreal (Tibor Bognar), Boston (Bob Myers), 
Toronto (John Williams), Ann Arbor (Dave Relson), Denver (Tom Miyake) , 
New Mexico (K. C. Kim), Las Vegas (other organized games - non-AGA), Los 
Angeles (Richard Dolen), San Francisco (Paul Goodman/ Shinju Dote). 


Lee 
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SEGOE: LIFE AND DEATH 
(Continued from last issue) 
Translated by Bob Myers 


13. The: Diagonal Move to the First Line. 

Tsumego problems often occur in the corner; problems on the side occur 
next most frequently, with those in the middle being extremely rare. In 
tsumego problems located in the corner or on the sides, it's natural 
that many interesting sujis occur, focused around the one-two point 
in corner problems and the first line in side problems. 

The diagonal-move-to-the-first-line suji appears often and has its share 
of interesting problems. 

Diagram 13: This problem involves the diagonal 
move to the first line. In response to Black 1, 
White plays 2, whereupon Black springs the 
diagonal-move-to-the-first-line suji. There 
are many shapes similar to this one. 

White plays 4, but Black then connects all his 
stones with 5. If White plays 4 at a, the 
sequence Black b, White c, Black d, White 5, 
Black 4 ensues, and Black wins the race to 
capture. 


14. The Jump to the First Line. 

Of all the suji involving the first line, I have 
divided them into the diagonal move, the jump, 
the placement, the descent, the slide, and the 
extension; but of these six, the diagonal move 
and the jump are most common. In both cases, 
the opportunity exists to strike panic into 
your opponent's heart in one deft stroke. We 
can say that the first line is the stage on 
which is played out the mad dance of life and 
death. 

Diagram 14: This is the standard jump-to-the- Diagram 14 
first-line shape. Players who haven't studied 
the jump to the first line often misplay this situation when it occurs 
in actual play. 

With Black 1 and the following sequence White 2, Black 3, White 4, Black 5, 
Black breezes underneath. If Black plays 1 at 2, White 5 prevents the 
cross-under. 


15. The First Line Placement. 

The first-line-placement suji also occurs in many 
shapes and can be applied in a wide variety of 
situations. 

Diagram 15: This is an especially representative 
example of the first-line-placement suji. There 
are many shapes related to this one, and many of 
those appear in games, so I would like to ask 
you to study shapes like this when they arise 
so that your first intuition may be the correct Diagram 15 
one. 

Black bangs in, grabbing White's eyes with 1, and White dies 
instantaneously. White can try a, b or c, but that lets Black cross 
under at d, so he has no choice but to play 2. But then Black 3 deals 
the final. blow. 

Black 1 is a splendid placement suji. 


(9) 


16. The Descent to the First Line. 

Compared to the first line diagonal, jump, and placement moves, this suji 
occurs rarely, but I still felt the need to distinguish this suji and 
the next two, the slide and the extension, in separate sections. 

The descent is used both when trying to live, by using it to force your 
opponent to move, or in a race to capture, to prevent your opponent from 
attacking you directly. It's a move which can snatch life from the jaws 
of certain doom. 

Diagram 16: White 3 is the descent, as in many 
related shapes. Because of this move, White can 
force in sente at 7 and 9, and live despite 
‘being cramped, with ll. 

17. The Slide to the First Line. 

Slides to the first line can either be small 
Knight's moves or large ones. Neither occurs 
that often. 

Diagram 17: Black 1 is the sliding suji, sound- 
ing White's death knell. Siaanan 16 


If White plays 2 at 

4, the diagram reverts 
with Black 5, White 2, 
and Black 3. 
— Black 3 is the attack- 
-from-the-outside suji, 
often overlooked by 
amateurs. 
This shape results in 
White's death from 
Diagram 17 Diagram 18. the combination of 
1 and 3. 
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Black 1 is a simple suji, but still easy to miss. 
18. The Extent on the First Line. 

Problems involving extensions on the first line are one of the truly rare 
objects of tsumego; there are only a few examples. It's rare precisely 
because it is impossible to create more examples. 

Diagram 18: This is a star-point joseki involving a knight's move enclo- 
sure. The 1-3 lineup on the first line signs White's death warrant. 

This suji whips White into immobility. 

If Black plays the connection at a instead of 6, Black just blocks with b. 
If Black starts with 5, things go fine with White d, Black b, but then 
White cuts at c, ripping Black to shreds. 

Ins is a suji which pequires Souay Berane reich and use. 


DO YOU KNOW ANYONE WHO WOULD LIKE 
TO PLAY Go? 


WILL THEY, LIKE SO MANY OTHERS, 
QUIT IN FRUSTRATION? 


Easy GO-ing is a special kit 
designed to introduce beginners 
to the basic skills and enjoyment 
of Go. It includes a 9 line board, 


full size stones, a proven new 
learning strategy, and a separate 
— booklet for teaching young children. 
ing ” Send $9.95 to Easy GO-ing, P.O. Box 
401, Yellow Springs, Ohio 45387. 


(see article p.15) 


1980 UNITED STATES CHAMPIONSHIPS 
by Terry Benson 
The United States Championships again drew 141 players from around the 
nation for a Labor Day weekend of go. The twin "main event" of the 
American Go scene came off with few difficulties. The Easterns were run 
by Terry Benson, AGA President, and the Westerns by Richard Dolen, 
principle AGA L.A. organizer. 


Seattle Successes 


The upper section of the Westerns 
had some surprises this year. The 
ultimate winner, Mr. Huh* of 
Seattle, had never played in the 
tournament before. He overcame the 
stiff resistance provided by a tough 
section including Shigeo Matsuhara, 
1978 Western Champion, Hyo Myung 
Kim, L.A.'s toughest Korean player, 
H.C. Chen, 2nd in last year's 


Westerns, and 10 other 5 and 6 dans. Pg 
His score would have been perfect 4 Sete i lm 
but for a lost to Chen, a fellow Mr. Huh, new Western Champ 


Seattle area player. 


Chen needed the victory to gain 
the Western berth on the United 
States team to the World Amateur 
Championships. Right behind Chen for 
Western representative was Paul 
Goodman, S.F.G.C He finished with 5 
wins to Chen's 4; but coming from 
below the "bar", the McMahon zero 
point, his final McMahon score was 
the same as Chen's: 4. The 

: oe "sum-of-opponents' scores" (SOS) tie 
A general view of the Western breaking method gave the place to 


\ 
* 


Championship tournament. Chen who had by far the tougher 
schedule. 


Kim Beats Huh Down To 6 Dan 


The match for the Championship 
between, Mr. Huh, Western Tournament 
winner, and 1979 Champion, Kyung 
Kim, took place on Monday September 
first. Kim made it short and sweet 
in soundly beating Huh two straight. 
After the loss Mr. Huh demoted 
himself from 7 dan (the rank he had 
assumed in Seattle) to 6 dan - a 
commendable move. In the East many 
tournaments and consistent rating 


Kyung Kim 


*Mr. Huh's name was the cause for some good natured fun. Americans (for 
some reason) have taken to pronouncing it "who". The segue into an old 
comedy routine was inevitable. "Who beat Matsuhara?" "That's right!" 
"What's right?" "Matsuhara lost to Huh." "O.K., 0.K.! Forget about 
Matsuhara. Now, who beat Kim?" "No. Kim beat Huh." "I'm-asking you!!" 
etc., etc., etc. The correct pronounciation of Mr. Huh's name is really 
very close to the word "huh", but the routine might still be saved. "Who 
beat Anh?" "Huh?" "No Who!" etc... 


control have restrained the typical 
upper dan inflation; There are only | 
two rated 6 dans: Shin Kang and ; 
Takao Matsuda. Larger Western 
tournaments and rating control by a 
Western AGA are needed to prevent 
further debasement of our Go 
currency. The preponderance of 
Korean players whose Korean ranks 
have no relationship to ours places 
the burden squarely on the American 
organizers. 


Miscellaneous Western Notes Above (1 tor): Mike Bull & Jeff Knox. 

The Western Kyu Championship was a Below left: Les Lanphear. Francois 
Closely fought battle. The 20 player Cartier, below right. 
section included 11 first kyus, and 5 
players finished with 4-2 records. 
The winner, Phil Pyun, was 5-1 
losing only to Michael Willemsen of 
Palo Alto. 

Francois Cartier, one of the 
principle organizers of the Quebec 
Go Association, added some 
non-oriental international color to 
the Westerns. Playing as a 2 kyu, he 
had a 3-3 result. Les Lanphear, 
acting Western AGA Secretary, 
managed a 3-3 record after a dismal 
0-3 first day. (Perhaps he was 
worrying about the Western Executive ° = , _ 
Committee Meeting.) Jeff Knox' rising strength is documented by the tourna- 
ment grids from past Western Championships, He took third place in the '77 
kyu section (as a 3 kyu), second place in the shodan section in '78, second 
place-among 3 dans in '79 and had a good record (3-2) as a 4 dan this year. 
The only other players (besides Jeff and Les) to participate in every Wes- 
tern Championship are perennial contender Blain Walgren, 5 dan of Seattle, 
and U.S. Champion Kyung Kim of San Francisco. 


Another Successful Easterns 


The Easterns returned to the Hotel Lexington this year and the Empire 

room was once again filled with the sound of Go stones clicking and game 
— = clocks ticking. Joining the eighty 

eight players were two professionals 
invited by the AGA. Jim Kerwin, the 
only American pro, and Mr. Mikio 
Sato, 5 dan, were kind enough to 
make the long journey and share with 
us their expertise. Their trip was 
, made possible through the generous 
sponsorship of Mr. Takebayashi of 
Kumano Nachiguro, a Go equipment 
manufacturer and supplier. 


A general view of the Easterns. $5000 In Prizes 


The notable feature of this year's Easterns was not the presence of 
two pros (last year Iwamoto Sensei and Kobayashi Chizu attended) nor the 
number of players (last year had 96) nor the use of the Tournament 


Director's Apple II computer to do the 
was surprising was the tremendous outp 
the tournament. The total value of the 
The bulk of that total came from two 1 
smaller ones as well, some 35 items do 

Mr. Takebayashi, beside 
an unparalleled number of 
bowls which went to the w 
$1500. Kumano Nachiguro al 
stones, 2 sets of thinner 
padded folding boards, and 4 Go sets. 


prizes. The 
inner of the 


do 
$2 
4 

Sh 
an 
of 
br 
Sa 
bo 
co 
Tw 
th 


ci 


Easterns. A 


is awarded by Japan Air Lines, the pri 
Go in the world. Mr. Ukari of JAL was 
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pairings (reported later). What 
ouring of corporate support for 
prizes awarded was over $5000! 
arge prizes, but there were many 
nated by 7 companies. 


underwriting the professionals' visit, donated 


magnificent set of Go stones and 
tournament is valued at over: 


so donated 4 sets of fine slate and shell 
slate and shell stones, 4 slotted Go boards, 2 


Mr. Nankawa of Prime Line Tools 
nated an SLR camera valued at 

50. Panasonic Corporation donated 
portable radios ($50 each). Mr. 
ima of Pilot Pen donated 5 pens 


d pen and pencil sets. Mr. Masuda 
Sanyo Shokai donated 2 men's 
and-name suits ($150 each). Mr. 


ji of Suntory Liquor donated 4 
ttles of their finest (for 
nsumption after the tournament!) 

o sets of Go bowls were donated by 
e Manhattan Go Club ($15 each). 
The highest placing, eligible U.S. 
tizen won the expense paid trip to 


Japan to participate in the World 


ateur Championship ($2000+). It 
nciple supporter of international 
present to congratulate the U.S. 


representative and to present to the Eastern U.S. Champion a replica of 


the JAL Cup - the permanent trophy co 


memorating the U.S. Championship 


contenders and winners. (Each year JAL provides two replicas of the 4' 
high JAL Cup for the Eastern and Western Champions.) 


The AGA is deeply grateful for this 


generous corporate sponsorship. 


The AGA officer most responsible for the outpouring is Masao Takabe, AGA 
1980 WESTERN CHAMPIONSHIPS 
# DAN SECTION RANK 1 2 3 4 5 6  # KYU SECTION RANK 1 2 3 4 5 6 
1S Huh 60 2 5 4 6 7 8 1WMarguliies 1K 2 15 3 11 6 4 
2S Matsuhara 6D T 13 8 4 23 5 2 D Dows wK 1 66 612 9 «64 15 
3 C H Nam 6D 4 6 10 2 3LLanphear 1K 4 5 TI 19 20 18 
4 HC Chen 60 3 7 1 2 5 (23 4MWillemsen 1K 3 9 6 10 15 JT 
5 HM Kim 6D 6 1 12 22 4°2 5 H Tanda 1K 6 3 10 14 19 - 
6 TN Tu 60 5 3 13 Tf 12 7 6H Womack 1K 5 2 4 13 1 12 
7 MW Abn 60 8 4 9 12 1 6 7 S Bloom 1K 8 12 13 15 9 10 
8 N Phipps 60 7 10 2 9 13 T 8 S Miller 1K 7 TO 11 18 17 19 
9 B Terry 5p 10 12 7 8 5 - 9 P Pyun wk lo 417 2 7 13 
10 F Sakurai 5D 9 8 3 18 11 12 108 Ham wK 9 8 5 413 7 
11 J Guevara 5D 12 14 15 23 10 16 11™ Shibata 1K 12 13 8 1 18 14 
12 B Walgreen 5D 11 9 5 7 6 10 i2 F Cartier ak dl 7 2 17 16 65 
13 T Bae 5D 14 2 6 20 8 22 138 Rutherford 2K 14 11 7 6 10 9 
14 P Varda 5D 13 11 22 24 21 18 14 E Townsend 2k 13 16 15 5 2 
15 J Knox 40 16 22 lle - 9 17 15S Duff ak 16 Ll 7 4 2 
16 M S Yook 4D 15 25 18 27 17 Tt 16H Doughty 3k 15 14 19 20 12 17 
17 MWarshauer 3D 18 19 24 25 16 15 17 Y Horie 4K 18 20 9 12 8 16 
18 P Goodman 30 17 23 16 10 22 14 18D Jurca 4k 17 19 20 8 ll 3 
19 E Hayashigawa 3D 20 17 27 26 24 21 19M Brago 5k 20 18 16 3 5 8 
20 M Bull 3D 19 27 23 13 25 24 20 L Rabinowitz 5K 19 17 18 16 3 - 
21 J Smith 3D 22 - 25 3 14 19 
22 V Rattanavanh 3D 21 15 14 5 18 13  # HANDICAP RANK 1 2 3 4 =5 
23 W Wick 3D 24 18 20 11 2 4 
24 B Bogartz 2D 23 26 I7 14 19 20 1 B Seal 7k 3 4 5 6 - 
25 H Honda 1D - 6 21 17 20 27 20D Harris Kk 5 6 4 3 - 
26 E Bean 1D 27 24 - 19 - - 3 Y Morioka mK 1 5 6 2 4 
27 M Dulin 1D 26 20 19 16 - 25 4D Newbold aK 6 1 2 5 3 
a “5 J Hogan % 2 3 IF 6 
6 M Watson kK 4 2 3 21 5 


(3) 


Vice-President. He has dedicated many years to building up contacts in 
the business community. His persistence is now beginning to pay off 
handsomely for all Go players. Next year he hopes to have similar 
donations for both Eastern and Western tournaments. His success should 
encourage other organizers to cultivate similar contacts in their local 
area. 

Another long time AGJ advertiser and AGA sponsor, Tokyo Sales 
Corporation (Zen Book Store), had a large display at the Easterns. The 
lovely Ms. Kodama brought traditional kaya Go boards, top quality slate 
and shell stones, and a complete line of Ishi Press go books (some of 
which sold out almost immediately). 


Surprises 


There was a feeling that 1980 might be the year Takao Matsuda would 
catch Shin Kang (Eastern Champion since 1976) in their usual, dramatic, 
last round battle for the title. Takao had a superb 4-2 record in the 
World Amateur Championships this year including victories over tough 
Korean and Japanese amateurs. 
In the early rounds Kang did seem a little off-form. He had to snatch 
victories from difficult positions with opponents who usually give him 
no touble. Takao won his early games easily. But the script writer made 
a mistake in round 3. Matsuda fell to his long time friend and Go Partner, 
continued on page 35.... 


1980 EASTERN CHAMPIONSHIPS 
* indicates prize winner 


# PLAYER RANK 12 2 3 4 5 6 7 # PLAYER RANK 1 2 3 4 5 6 7 
1S Kang 60 8 4 5 6 18 2 * 46 HK Hsu 2k 52 53 - 59 60 

2 T Matsuda 6 9 5 7 WB 3 if « 47 G Stern 2K 53 51 40 31 38 32 * 
3 Y Kwon 5D 10 6 11 4 2 12 48 P Bush 2k 54 52 41 57 53 38 * 
4S Y Cho 5D Il 1 12 3 6 18 « 49 A Converse 2k 43 45 55 60 54 53 35 
5 R Snyder 5D i 2 1 712 6 * 50 S$ Gallant 2k 44 54 - 61 62 55 

6 H Gonshor 5.13 3 9 14 5 51 J Reiher 2k 45 47 60 40 42 35 

7 T Ishikawa 5D 14 18 2 5 13 21 52 J Schwarz 2k 46 48 42 37 40 41 

8 L Leroux 5D 1 13 18 16 21 83 53.B Bernstein 2k 47 4 38 62 48 49 

9 J Hwang 5D 2 1 6 = 54 J Goon 2k 48 50 56 63 49 42 

10 K C Kuo 5D 3 15 17 55 R Schmeidler 2K 58 56 49 67 63 50 
11-B Wilcox 5D 4 16 3 12 5 14 56 P Tracy 3K 59 55 54 41 57 44 * 
12K Nishiyama 5D 5 20 4 TI 19 3 57 D Gawley 3k 60 59 58 48 56 67 

13 J Rohlfs 5D 6 8 20 21 7 17 58 K Leung 3K 55 60 57 

14 R Ryder 5D 7 9 21 22 20 11 59 M Schwartz 3K 56 57 61 46 87 63 
15 K Bae 5D 18 10 16° + — 60 T Williams 3K 57 58 51 49 46 61 * 
16 D Wiener 40 19 TT 15 8 17 36 * 61 D Deneen 3K 62 66 59 50 67 60 

17 MHoriguchi 5D 20 19 IO 83 16 13 62 R Laird 3K 61 64 63 53 50 

18 J M Lee 5D 15 7 8 2 1 4 & 63 R Laiderman 4K 66 65 62 54 55 59 * 
19 K I Oh 40 16 17 26 27 12 22 64D Grossman 4K 65 62 71 

20 Y K Park 4p 17 12 13 - 14 65 B Moreau 4k 64 63 67 71 70 66 

21S Matsuzawa 3D 24 22 14 13 8 7 «x 66 H Peterson 4K 63 61 69 70 74 65 

22 A Labelle 3D 25 21 B3 14 36 19 67 B Calhoun 5K 68 69 65 55 61 57 * 
23 T Onishi 2D 26 25 34 39 24 37 68 H Maunsell 5K 67 71 72 74 69 70 

24 B Kamsler 2D 21 26 85 32 23 25 * 69 E Swanson 5K 70 67 66 73 68 72 

25.J Novosielski 2D 22 23 27 30 83 24 70 L Slobodkin 5K 69 74 73 66 65 68 

26 D Osborne 2D 23 24 I9 84 30 39 71 E Casey 6K 73 68 64 65 88 77 * 
27 D Relson 20 32 34 25 19 84 85 72-4 Small 71K 74 75 68 76 73 69 

28 J Pinto 1D 33 29 43 44 85 40 73 E Berlin 7K 71 82 70 69 72 78 * 
29 M Bradley D 34 28 84 74 D Converse 7K 72 70 75 68 66 87 * 
30 J Ouellet D 35 36 37 25 26 34 * 75 R Falconer 8k 76 72 74 77 78 86 

31 A Szejman D 36 35 - 47 32 76 S Broadbent 8K 75 77 78 72 - 88 

32 R Sato 1D 27 33 36 24 31 47 77 C Nauroth 10K 82 76 79 75 86 71 * 
33 M Hasegawa D 28 32 44 78 D Ivanovic 12K 79 81 76 - 75 73 

34 G Jackson 29 27 23 36 41 30 79 G Rattermain 12k 78 80 77 

35 F Shore D 30 31 - 38 - 51 49% 80S Feinland 16K 81 79 82 

36 B Butters D 31 30 32 34 22 16 * 81 kK Ragland 16K 80 78 

37 W Miller 1K 41 4 30 52 4 23 * 82 G Cunningham 10K 77 73 80 

38 R Donais K 4 44 53 35 47 48 83 Y Nankawa 4D 22 17 2 8 

39 B Hewitt 1K 42 43 W 23 44 26 84K Kawamura 1 29 26 27 89 
40 Y Ishizuka 1K 38 37 47 51 52 28 85 P Liu 2D 24 - 28 27 

41 D LaBelle K 37 42 48 56 34 52 86 C Frenkel 8k 87 77 75 

42 D West K 39 41 52 4 51 54 87 M Gold 7 86 59 74 

43 T Stoekert K 49 39 28 im 88 L Fish 7 71 76 

44 E Downes 1K 50 38 33 28 39 56 89 B Singer 1D 84 

45 J Nagy K 51 49 39 42 37 31 * 
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BALTIMORE GO CLUB NEWS 
by Warren Litt 
and Jim Pickett 


Recently, the Baltimore Go Club was faced with an unprecedented dilemma: 
where to meet. The Johns Hopkins University Student Affairs office had, 
in no uncertain terms, called for the club to leave the University by the 
end of August. The reasons given for this inhospitable action were as 
follows: due to a new ruling by the JHU administration to the effect 
that academic buildings may no longer be used for non-academic functions, 
there has been a greatly increased demand for the facilities of Levering 
Hall. Since the Go Club is not an officially recognized undergraduat 
student organization, it is thus not entitled to use the building with- 
out paying rent. 

Fortunately, this situation appears to have resolved itself in our favor, 
thanks to the efforts of Jim Pickett, Art Silverstein, Warren Litt, Steve 
Menn, and others. Jim met with the university administration and was 
informed taht the club could maintain its status at Hopkins, but only if 
it became an undergraduate student organization. 

What this means, in essence, is that at least fifteen undergraduate stu- 
dents must become club members, and that the club must have student 
officers. While this is being arranged, we may continue to use university 
facilities, i.e. one of the conference rooms beneath the Glass Pavilion. 

The eventual outcome of the situation is unclear, since the club must 
attract enough student interest to gain the legitimate status it seeks. 

A thriving, well-attended club will do this; a club populated by a 
dwindling handful of members will not. Your support could make the dif- 
ference, and would surely provide a merrier time for all. 


fo) 


On Saturday, August 16, a select group of Go aficionados turned out to 
do friendly battle in the annual Baltimore City Go Tournament, sponsored 
by the Mayor's Office of Special Projects. While attendance was relatively 
light, the competition was fierce. Finally, after a near three-way tie 
for first place was narrowly averted, the stones settled, and first and 
second place trophies were awarded. It turned out that the "Eds" had it: 
Ed Lawhon won first nlace, and Ed Wallace of Columbia, a winner from last 
year, won second place. Congradulations! Kudos are also in order for the 
tournament organizer and director, Bill Sullivan, for the superb job he 
did in putting together and running such an enjoyable tournament. 


Our club is healthy - 15 paid members for the current year, over $350 in 
the treasury. Not bad! Watch for the announcement of our Mid-Winter 
Tournament in February or March. Remember...Go, every Sunday night, 
6:3Cpm, Conference Room, Levering Hall. 

We finally have the space to print the results of last winter's tour- 
nament, held in February, 1980 at Johns Hopkins.(ed. ) 

1980 BALTIMORE MIDWINTER HANDICAP TOURNAMENT 
# NAME RANK 1 2 3, 4 # AME RANK 1 2 3 4 5 
SECTION A 10 W LITT 6k i ue 13} lp ‘Pe Ist 
1 JB KIM lk 53 33 64 11 D KOO 6k 5° 10 9° 12° 13 
2 T WILLIAMS 1k 63 52 88 12 J PICKETT 7x 94 141 151 11! 10! 
3 J MOSES 4k 7l 43 ye 13 G CLAPP 7K - uh 10! it 11? 
4 E LAWHO 4x gt 71 3e 14 P TRIMMER 8x 102 12! - 431 15e 
5 B BERNSTEIN 4k 1? 2? c 15 S BROADBENT ak i? = tt = jue 
6 M GOLD 5k 2° 88 1 SECTION C 
7 J WARDIGO 5k 3) 4) 5) Ist 16 E SILBERMAN 12k 197 17° 183 
8S ZIMMERMAN 5k 4! 6& 29 17 J RUANE 12k 18) 16, 19, 18; A 
SECTION B 18 S SWEENEY 15x 17) 19, 16; 17° 19, Ist 
QP STYGAR 6x 12! 131 11° 10° 19 G BRAY 19k 16° 18° 17° - 18 
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TEACHING GO TO CHILDREN 
By Gary A. Klein * 


c 1980 


Beginners are usually taught to play on the large 19 by 19 line board, 
exposing them to all aspects of tactics and strategy simultaneously. 
Trying to learn basic skills during these long, complex games can be 
confusing and frustrating. The effectiveness of this approach can be 
judged from a Japanese Go proverb which states that a player of average 
ability would have to play daily for thirty years to attain the lowest 
professional rank. 

In attempting to teach Go to beginners, and especially to children, we 
have found much greater success using a 9-line board. This keeps the 
size of the game manageable. Anything smaller lacks sufficient complexity 
and scope. Larger sizes are not necessary for the purposes of instructing 
beginners. Little is gained by confusing the learner with options and 
theory that cannot be understood. The use of the 9-line game allows us 
to show the beginner how situations will evolve. It helps the beginner 
get through those first 20-30 games, while they are still acquiring a 
feel for what is going on, and are susceptible to discarding the game 
for something simpler and more manageable. 

In addition, we suggest the use of full-sized Go stones. Because children 
may have trouble with eye-hand coordination, it is important not to 
use miniature Go stones, which can be hard to pick up and place accu- 
rately. (A beginner's kit with full sized stones -and a 9x9 board is 
currently available under the trademark "Easy GO-ing.") See advertise- 
ment, page 9. 

The goal of starting with a 9x9 board is to help the beginner to learn 
to see the implications of moves in advance. Games are brief and enjoy- 
able. The beginner is getting a concentrated dosage of experience in a 
short period of time. 

In general, children are ready to learn strategy games sooner than most 
adults realize. Some four-year-olds can be taught to play Go, although 
only by an understanding adult. By the time children reach school age 
they can master enough basic skills to play independently with peers. 

The first thing to remember when teaching chiidren is to go slowly with 
new material. Pre-schoolers should have lots of opportunity to handle 
the stones and spread them over the board as a readiness activity 
before any rules are discussed. Then teach one basic skill at a time, 
playing several "games" to apply each skill before moving on to the 
next skill. 

Game 1: The object of the game should be expressed as “building houses." 
The child can play either black or white stones. Don't worry about what 
type of "house" the child builds; just play the game. Stones are played 
on intersections, and when you are both done, you may ask the child 
which house is bigger. But no one wins. The use of the 9-line board 
keeps the game simple and manageable. 

A variation of this game is called "invading houses." The child simply 
builds a house, and you try to invade it with your stones. Players 
alternate moves. Try not to suggest moves, but warn the child of your 


*Gary A Klein, Ph.D., has been playing Go for over 15 years, and currently 
plays as a 3-kyu; he is a research psychologist studying the way complex 
skills are trained. He and Ralph Welton, a shodan and a first-grade 
teacher, developed the Easy @0-ing approach while teaching their own 
children to play. Since then it has been used successfully with other 
children, and with a wide range of beginners. 


intentions and plots. For younger players (4-5 years old), you may have 
to start by roughly sketching out a house, and let them fill in the 
borders. 

Game 2: The capture game. The adult places stones on the board, for the 
child to surround and capture. Begin with one stone in the center. Work 
on to two stones, three in a row, four in a row, one on the edge, two on 
the edge, one in the corner. After a while it may be helpful to count out 
the number of stones the child will need to make the capture. This will 
help the child realize that he/she does not have to cover up diagonal 
points. Eventually, the child can be challenged to guess the minimum 
number of stones needed. 

Gradually more complex shapes can be used for the 4-5 year old. But 
don't push too quickly. The games of surrounding and of building and 
invading houses are useful ones. Let the child become proficient at them, 
and enjoy playing them, before trying to move on. 

Game 3: The game of being captured. This is just a reversal of the cap- 
ture game. The child constructs a formation, and you have to surround 
it. This game has several virtues. It allows the child to trade roles 
with you, rather than always taking the role of solving a problem. Also, 
it provides experience in seeing how to set up formations that are easy 
and hard to capture. Often the child will try to make very complex forma- 
tions, making you use many stones. This is a praiseworthy activity. Some- 
times the child will make formations with two eyes, so that you can't 
make the capture. This is even more praiseworthy. 

This game has a tendency to mushroom. The advantage of playing it on a 
9-line board is to keep it within bounds. 

Game 4: The sanctuary game. The child constructs a "safe" formation - one 
that he or she feels is impossible to capture. Then the game starts. Both 
sides try to surround territory, and capture opponent's stones. The child, 
using his/her sanctuary should be able to establish dominance. 

Be amazed at the child's clever moves to thwart you. And let the child win 
often, but not always. For some children, especially first-borns, any- 
thing less than a 95% ratio of winning may be too frustrating. For others, 
more used to being knocked around, a ratio of 85% success can be tole- 
rated. 

If you do not feel comfortable letting the child win, or not playing 
your best, perhaps you should wait until the child is older and better 
prepared to handle frustration. 

For children who are nine or older, losses do not seem as traumatic as 
for those seven or below. It is up to you to know your customer. An 
advantage of playing on a 9-line board is that games can be short, so 
losses can easily be followed by a series of victories for the child. 

At this point, you should be able to gegin playing a four-stone handicap 
game. Enjoy your new opponent. 

Only after the child grasps the territorial nature of the game should you 
move on to Life and Death, Ko, and Seki. Tactics and strategy amount to 
seizing early opportunities to play the 3-3 points in each corner, then 
blocking each of the adult's advances. 

For teaching general concepts of strategy and tactics, once the beginner 
has reached this point, see the article by Milton Bradley in the May/June 
1978 issue of the “American Go Journal." 

Playing Go with children is not only enjoyable for all concerned, it's 
also good training in basic decision making and analytical skills. These, 
and the perceptual skills developed through playing, are important pre- 
reading and pre-math readiness activities that can help support academic 
success in school. Some people believe that there is a connection between 
these two facts: Go is the national game of Japan and the Japanese have 
the highest national I.Q. average in the world. 


_TOKYO SALES CORP. 
(TOKYO BOOK STORE) 
520 FIFTH AVENUE, 5TH FL. 
NEW YORK, N. Y. 10036 
(212) 840-9455-7 


QUALITY GO SET $34.50 
Strong folding go beard with reinforced 
brackets and thick plastic stones 


PLASTIC GC STONES (regular) $ 8.95 
(thick) $11.50 
MAGNETIC GO SET {travel kit) $34.56 
GLASS GO STONES (thick) $34.50 
DELUXE GO SET $135 .00 


Slotted go board (one side 19 x 19 grid, 
the other 13 x 13 grid), shell & slate 
stones, chestnut go bowls 


TOP QUALITY TRADITIONAL KATSURA TABLE BOARDS 
(with Legs) 335" thick board $275 .00 
6" thick board $475 .00 
7" thick board $675 .00 


For mail order: Make check or money order payable to TOKYO SALES CORP. 

For postage and handling add 15% for orders under $100. Add 10% for orders 
from $100 to $200. For orders above $200 you will be billed separately 
for the aplicable charge. 

STORES ADDRESS: 
e 521 FIFTH AVE., NEW YORK, N. Y. 10017- TEL. (212) 697-0840 
e¢ 142 WEST 57TH ST., NEW YORK, N. Y. 10019- TEL. (212) 582-4622 


KUMANO NACHIGURO CO. aa ES 
6-17-16 Minami-Ohi, Shinagawaku Pere. x A 
Tokyo, Japan REAR ay saad 


This ad is taken by Mr. Takebayashi, President of Kumano Nachiguro 
Company in cooperation with Tokyo Sales Corp. whose ad appears on 
the inside front cover of this issue. 
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AGA DISCOUNT COUPON 
This coupon entitles an AGA member to a 


10% DISCOUNT 


on all Go equipment sold by TOKYO SALES CORP 


520 Fifth Avenue 142 W. 57th St. 
New York, N.Y. 10017 °° New York, N.Y. 10029 


Bring or mail this coupon to either store before January 31, 1981 
(OFFER VOID AFTER 1/31/81) 
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ATTACK AND DEFENSE 
a book review by Roy Laird 


Ishi Press has done it again. Upholding its tradition of clear organization, 

careful choice of material and beautiful production, IP has just published 
volume 5 of the Elementary Go Series, Attack and Defense. Co-authored by 
Akira Ishida, a 31-year-old 8-dan professional (not the Ishida whe defeats 
Rin Kaiho in The 1971 Honinbo Tournament) and James Davies, the architect 
of the Series, this volume may come to be known as the standard introduc- 
tion to the middle game. 

Discussions of the middle game usually emphasize the overwhelming difficulty 
of assessing the situation and the fact that, although there are sequences 
that could be called "middle-game joseki", they are not as universal ly 
applicable as in fuseki and yose. Ishida and Davies do not dispute this, 
but neither are they intimidated by it. The book is divided into eight 
sections discussing definable classes of moves: "Forcing Moves", "Inducing 
Moves", "Invasions Into Three-Space Extensions" and so on. The ninth and 
final. section is an absorbing collection of 20 full-board problems. 

While this maybe the most accessible book on the middle game, it is byno means 
-simple and probably ranks as the least elementary volume in the Elementary 
Go series. The authors recommend that Lessons In The Fundamentals Of Go 
(Kageyama) and Tesuji (volume 2 of the Series) be studied prior to grap- 
pling with A&D. It is "elementary" only in the sense that it is addressed 
to amateur players. But don't be put off too much by this, as A&D is 
addressed simultaneously to players of varying strengths. In the introduc- 
tion, Ishida and Davies encourage the reader to skip-over certain .discussions 
he/she may find "uninteresting or incomprehensible". As a 3-kyu, I found 
that while certain portions of the discussion seemed intended for weaker 
players, other sections would probably make more sense when I reread it in 
a few years. 

Attack and UDefénse is unique in its consistent attempt to present a wide 
variety of strategic and tactical considerations. Kato's Attack and Kill 
discusses a few principles of attack in detail, then illustrates them 
through a number of merciless games played by the bloodthirsty author. 
Sakata's The Middle Game of Go approaches the subject by exploring four 
games in great depth. A&D follows editorial principles established in 
other Elementary books by surveying a wide range of ideas briefly, clearly, 
and with perfect illustrations. 

Copies of IP's latest masterpiece are currently hard to obtain. Sabaki Go 
Company and Tokyo Sales Corp. try to keep them in stock, but they sell out 
almost as fast as they appear. It can also be ordered directly from the 
publisher. Once you have seen a copy, you will understand why. Attack and 
Defense is an essential addition to every serious Go player's library. 
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"THERE CAN BE NO REAL IMPROVEMENT IN GO STRENGTH 
UNTIL ONE BEGINS TO MASTER ITS FUNDAMENTALS.” 


PLEASE CALL ME. Ron SNYDER (212) 877-6899 
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MANHATTAN GO CLUB OPENS 
By Roy Laird 


To paraphrase Duke Ellington, the next time you're in NY you must take 
the E train. Or the F train. Or the D, the RR, the N, or the 4, 5, or 
6. Come right down to it, you could even take the A train. However, 

Duke was directing you to Harlem, the jazz capital of the world, while 
I'm talking about the place we hope will become a crossroads for Ameri- 
can Go players - the new Manhattan Go Club. 

Located at 10 East 52nd Street, in the downstairs dining area of the 
Larmen Dosanko Japanese Restaurant, the Manhattan Go Club unites all the 
New York Go players for the first time in years into a single, thick, 
hopefully invulnerable group that should radiate influence throughout 
the New York area. It is the result of a long, dilligent, and painstaking 
effort by several NY players to establish a single, self-sustaining, 
enjoyable location for Go activity. Several recent efforts, the reloca- 
tion of the New York Go Club and the aborted plans for a New York Go 
Center, were discouragingly unsuccessful. But the NY organizers persevered 
and 'achieved an unexpectedly pleasant outcome. 

The bulk of the credit must go to Masao Takabe. His negotiations with 
Mr. Aoki of the Larmen Dosanko chain and Jose Jacinto of World-Wide 
Foods have produced a result in which all the players win. In exchange 
for a modest monthly rental, the Manhattan Go Club has exclusive access 
to the downstairs dining area every weekday evening from 5 to 10:30pm, 
and weekends from i to 8pm. The club pays a premium to stay open later 
on Fridays (12:30) and given sufficient support, may extend Saturday 
hours as well. , 

Those who had the opportunity to play at the Zen Go Circle will remember 
its comfortable atmosphere. In almost every respect the Manhattan Go 
Club is superior to Zen. The spacious room, which can accomodate nearly 
50 players, is evenly and unobtrusively illuminated by indirect flour- 
escent lighting. It is less romantic, perhaps, than the chiaroscuro 
of Zen's track lighting, but now your opponent will have no excuse for 
missing that crucial atari. The tables are large enough to accommodate 
board, stones, drinks, ashtrays, and even a plate or two of food. There 
is also a wider selection of foods and beverages at much lower prices. 
While there is no actual requirement, as at Zen, that you make a purchase, 
Dosanko food is one of the best buys in town. The chain specializes in 
fast food, Japanese style. The menu includes gyoza, miso, and yakisoba 
larmens, dumplings, sliced beef on a bed of soft noodles, and a daily 
chef's special. Most dinners are under $4. Ice cream ard frozen yogurt 
are available for dessert. A particular advantage over Zen is Dosanko's 
beverage list: coffee, tea, soft drinks, and a full bar for beer, wine, 
and mixed drinks. 

The playing fee for nonmembers is $2 per night. First time visitors to 
the club are treated leniently,. as at Zen. A yearly "Regular" membership 
is $16; regular members pay a $1 playing fee. Sponsoring members pay no 
playing fee; the cost is $35 per quarter or $120 per year. 

The opening of the Manhattan Go Club brings with it the possibility of 
a fertile new period for Go playing and organizing; the New York Go 
community is again under one roof. However, we are not without regrets. 
The closing of the New York Go Club means the demise of an idea - a key 
club available to players at any time. Qur sentimental attachment to the 
Zen Coffee Salon, with its fascinating collection of art and Japanese 
objects, its bird's eye view of 57th Street and its stock of Go books 
and supplies begging to be browsed, will not soon be forgotten. But we 
have entered a new era, and we invite you on your next visit to New York 
to join us for dinner and a few friendly games. 


To the Editor: 

As much as I enjoyed your coverage of the 1980 Maryland Open, I feel 
obligated to set the record straight on one small but significant point. 

The Baltimore Go Club was operating in full swing when I first joined 
and learned to play Go there. It met, and still meets, on the campus 
of the Johns Hopkins University. I had nothing whatever to do with found- 
ing the club. Actually, the Baltimore Go Club was founded by the late 
Gilbert Rosenthal. It took its present form under the leadership of 
Robert Gross, in which form I found it when I joined in 1973. 

I feel that I can properly take some of. the credit for my early involve- 
ment in the annual Maryland Open tournament, whose prestige and popu- 
larity owe much to the work of Bob Gross, of me, and of other Baltimore 
Go Club members, nat the least of whom is the perennial champion, Mr. 
Shin Kang. 


Sincerely yours, 
Roger Barth 


To the Editor: 

It seems that you made a peccadillo in your article entitled "The 1980 
Maryland Go Tournament" (AGJ 15:2,3). The winner of the "C" Section 

was not Bill Litt, as reported but Warren Litt. I have this on the best 
authority. 


Yours truly, 
Warren Litt 


P.S.: This is meant merely as a correction, and not to chide you, as I 
realize that writing the American Go Journal is an onerous and often 
thankless task undertaken by just a handful of dedicated AGA members, 
such as yourself. 


RESTAURANT IROHA 


Wide variety, Reasonable prices 


Drop by before or after your 
evening's activities 


2 tatami rooms and 1 private room 
are available for special events 


Specialties: Sukiyaki, Sushi, 
Tempura 


Hagi Gift shop is a sister store 
right next door for New York 
souvenirs, watches, jewelry, etc. 


Japanese Restaurant IROHA 


= <3. ~ 
LDAKWY Z ae 
731 7th Avec 48thé 49th St. OHV 
TEL 2 (212) 398-9049 


CESS FA) inhtek Jewelry & Gift Shop, & ee 

i : . = ‘ ) 
midday 12:00 ~ 3:00 P.M. i ETRY SA yD £ el <n 
evening 5:00 P.M. ~11: 00 P.M. (LAR re Ble FRY) 
Saturday 12:00 ~ 11:00 P-M.- 


(7 DAYS OPEN) 


@) 


KYUNG KIM AT THE 1980 WORLD AMATEUR CHAMPIONSHIP 


1979 US Champion, Kyung Kim, made an excellent showing at the 2nd 
World Amateur Go Championship, in finishing 7th. Below are his games 
against Fumiaki Imamura, the 1980 winner, and Ronald Schlemper, the 
young Dutchman who finished 8th. 


Black:Fumiaki Imamura (Japan) 
White: Kyung Kim (USA) 


Translated by Bob Myers 

(from the booklet on the World 
Amateur Go Championship, pub- 
lished by the Nihon Kiin.) 


Game Record 1. 

Yasunaga is older than Ronald 
Reagan; Komori isn't seasoned 
enough. Thus the hopes of the 
Japanese Empire in this year's 
return match rested on the 
shoulders of Fumiaki Imamura, 
even if he wouldn t admit it. 

This is what lay behind his 
restrained start and also his 
caution after he became tourna- Game Record 1 (1-21) 
leader through opponent's mistakes. 

But the amazing thing in this game was Kim's extraordinary last spurt. 
It's too bad that Kim did not start off playing so tenaciously. I feel 
that only Imamura, the tournament champion, could 
have held off Kim's challenge so well. 

Instead of B15, the covering move A is also possible. 
The idea is for Black to start a fight where he is 
strong, and try to propagate it across the rest of 
the board. But there's nothing wrong with 15, a 
solid move preparing to greet opportunity if it 
knocks. 

Game Record 2 

The shoulder hit at W22 is a mistake in direction. 
The strength exuded by B23 and 25 impacts White's Diagram i 
bottom moyo. 

Diagram 1. Instead of W28, how 
about 1 and 3 here? Even after 


ott Label tL JL B4, White has potential left at 
| | | - os . 
@ 26 28 -|--+} 4+ 4+ 4+ 4H OOe-| 4: The fuseki is moving along 
> 0O@-H3-|--C)-+@4-| smoothly for Black. 
®> | }-l-) 36-+-@a54—}-+++-}-@-] Game Record 3.(next page) 
@ 30:32)-|-34 |-@ag-| ++ @--;-| Biting Off Too Much - 
: POS 4--O+— -'— White many have no choice but to 
bi} 8-f-}- 4-7-7] bite the bullet with 58. He must 
| ED 24+-@ +--+] get organized first, and hope to 
1 2@w-—-+-4-¢4--> a strike back later. 
' @@G cara an W72 is vicious. But it may be 
a ry “| || biting off slightly more than he 
| | can chew. 


| ELLET aS PT White keeps up the pressure with 
; jf nc 74 and 76. Black played 77 with 
ptt bey «}+@- the idea of cutting at A, but then 
|} | | | yi y_|-|-} thought the better of it. The cut 


' Game Record 2 (22-51) 
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Game Record 3 (52-100) Game Record 4 (101-151) 


17 at 9 


37 fills below 35 


results in the sequence shown in Diagram 2, with 
Black in pieces. 

Black can breathe a sigh of relief after he cap- 
tures the two W stones with the moves up to 93. 

W94 is also doubtful. 

Game Record 4.Peace Is At Hand? 

Black must not play Bl at 1 in Diagram 3. The 
sequence up to 12 leaves him hanging. With the 
cut at 7, Black can glimpse a clear road to 
victory. 

The ko created by B9 and 11 is also severe. If 
White responds to 13 with 1 in Diagram 4, he is 
simply signing his own death warrant. 

B21 is the last big point. 


Diagram 2 


Notice that W38 is not merely yose; it aims to cut Black off with 
W1 and3 in Diagram 5. By no means a move just for the fun of it. 


French Go Magazine 


The Quarterly French Go Review is available by writing to: Go-Revue 
Francaise de Go, 3, Allee du Bas, Les Authieux, 76520 Boos, France. 
The cost is FF40.00 per year for the 50page magazine sent by seamail. 
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Game Record 5 (152-200) Game Record 6 (201-303) 
82 above 79 88 takes ko 13 takes 12 66 takes ko 
85 takes ko 91" 26 above 23 69°. Me 
94 e 7 29 takes ko 72 a " 
32 " u 75 u iW 
34 2 places 77 @ 23 
Game Record 5.Stubborn Resistance. right of 12 80 takes ko 
With 52, White comes roaring back at 35 @ 23 Sa5 Ne 
full speed. His cut-insertion at 68 38 takes ko 85 above 15 
shows superb timing. 54 above 21 86 above 23 
Then we start the ko with B77. At first 57 takes ko 89 takes ko 
glance this seems to be a "flower- oO: 93 fills above 23 
viewing ko" for Black (i.e. Black has 63. Oo" _ 99 @ 12 


nothing to lose.) Indeed, Imamura went 
merrily ahead, taking at 79, but ran 
smack into Kim's stubborn resistance. In response to the ko threat at 
B95, W96 is a sweet move. White gets the chance to grab 100. 

Game Record 6. Empty Quiver 
A comeback is no longer possible for White. But Kim's fighting spirit 
would not subside. In byo-yomi, he continued to attempt to wage battle 
on the lower side with the two-step ko. W22 and 24 are a considerable 
achievement for this stage of the game. 

We have no space to continue our discussion, but if you play out this 
game, I'm sure you will be able to feel Mr. Kim's burning urge to 
reverse the tide, so strong it almost hurts. This kind of feeling may be 
the element most Jacking in Japanese amateur Go. 

Black wins by 5s points. 

TSSSSSSSSSSSSSSSSSSSSSSSSSSSSHSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSSS 


GOING BOEING 


The Boeing Employees Go Club (State of Washington) is thriving. 34 (!) 
players recently started ari on-going round-robin tournament and it 
doesn't include everyone in the club. Strengths range from 2-dan to 
20-kyu, with an average near 10-kyu (rank beginners start strong up 
there.) The President, and contact for the club, is Lou Kiersky, P.O. 
Box 3094, Federal Way, Wa. 98003. The club meets Tuesdays 5pm at 
Boeing. 

We'll report the results of this mammoth event when we get them. 


Black: Kyung Kim (USA) 

White: Ronald Schlemper (Holland) 
Commentary 

-Translated by Bob Myers 


Game Record 1. 

Black Satisfied. 

It may seem like White had some 
special plan in playing 6, but in 
fact a fight developing here would 
mean the black star-point stone 

at 5 in the lower right would 
start to become effective. There- 
fore, White should play an ap- 
proach move in the upper right 

or else a wider pincer on the 
bottom. 

The sequence to W16 is a joseki. 
Bl7-was clever - White does not 
want to move out here immediately, 
because it would mean too much Game Record 1 (1-20) 
happening on the board. Instead, 

a solid exchange by blocking at 

W20. This is probably best for both 
players. Black has no reason to be 
dissatisfied. 


Diagram 1. If White extends at 
l here, Black cuts at 2 and White 
turns at 3. The ladder at a is 


good for White. If Black plays b, Diagram 1 Diagram 2 
White will extend to a and start 
a fight. 
“tr. Kim's strength can be seen TTT [] 
clearly in his departure from p 
joseki to play the pincer at 17. ne ) ® e 
Game Record 2. 
when White responds to B27 with @ @ 
the steel post of 28, Black is @ 
feeling somewhat cramped. The @-@-- 
sequence in Diagram 2, starting (4) (36) 
with the attachment of Bl, seems a t A 
more reasonable. pang 
O@ 
The diagonal attachment of B29, lL ro asi 
followed by the blocking extension —|-(24\30)-+— }-—-F--b +--+ @@ i > 
of 31 has a real-game flavor to @® ei + @ 7 
4 606 le Pi. 
W32 is a clean forcing move. B33 Shaeeel hel xX ae: 
does seem to be the right-response irl 
here. Game Record 2 (21-37) 


GO IN PRINCETON 


Go players in the Princeton area should contact Andy Kim (734-7100) who 
fieads the Princeton Go Club, or Doug West (452-4234 (w) or 924-0105 (h)). 
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49 takes below 46 
Game Record 3. Losing His Shirt. 
White 38 may bea vital point, but simply jumping to A would be adequate. 


B41 is an overplay. How would Black have responded if White had simply 
descended at 1 in Diagram 3? If Black plays 2, White 
can play 3 and look forward to the push and cut of a. 
But instead, White responded to Black's invitation a 
and started the ko with 42 and 44. When Black takes Tr ie 
the ko with 49 and White goes back and connects at ; 
50, it is not clear what White was trying to do. 0:0 iz 
White should make a ko threat at 66 instead. In the [7 eo 
sequence up to 52, White has lost his shirt. Por 3 de 
Game Record 4. Black Ahead. -@O 
Black played the cap at 69, but he could jump to 76 i 
or enclose with 98 and he would still be ahead. ar, 
White 76 is one approach, but in this situation it eo TT 
; it is more important to reduce the ++ @@- tt 
top. One's urge is to attach at 1 im nae 
in Diagram 4, or else maybe to just EEE 


come in at a. White 76 just begs 

Black to enclose more territory Diagram 3 

When Black plays 77, ‘his lead is 

clear for all to see. White 84 is impossible to under- 

r || stand. 

Instead of 94,-White should jump to A, and then after 

Black B go all out with 98. Black may try to completely 
Diagram 4 capture White, but that's the last thing White should 

worry about when he is this far behind. 
White 100 is small too. Better to extend to the left of 98. 
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WANTED/FOR SALE 


Wanted to Buy: Out-of-print Go books, pamphlets, and magazines in reason- 
able condition. Send description and price to Anton Ninno, 562 Claren- 
don St., Syracuse, N.Y. 13210. Or would like to xerox your unusual or . 
out-of-print item if not for sale. All correspondence answered promptly. 


Wanted to Buy: Copies of Eio Sakata's Modern Joseki and Fuseki, Vol 1&2. 
Contact: Empty Sky Go Club/ 1413 South Ave/ Rochester, N.Y. 14620 


Game Record 5. Loose Ends. 
White 6 is also questionable. White 


+ | 784132 should be trying to live in the 
30) 268 4- Bh corner with the diagonal move 36. 
i @ y TI At worst, he might get ako. It's 
ws! Hh | 


a waste to exchange 6 for 7. 

White 10 and 12 are dangerous moves. 
It's fine to say you have to play 
all out like this when you 're 
behind, but only if you've really 

"Ma read out all the sequences involved 

| 50@) in a wholesale Black attack. 

4 @62 + 60 Meanwhile, Black, knowing he's 
of : ahead, proceeds calmly cleaning up 


loose ends. He resolves the ko on 


(65) - V+ @@ | the left side with 15 and 21, and 
+9000 -—) O- continues in sente with the descent 
oO Ss oBe00 rCX OO of 25. 

O@DIH4EEB HO | | | | | The point of $3 is that later, if 
5842-56144 ai Black connects the ko after White 

Game Record 5 (101-165) takes at 58, Black can grab two 
16 above 3 54 above 37 stones in the corner. 
19 takes ko 57 takes ko The hane and connection of 63 and 
65 gives Black a firm lead on the 
Game Record 6, board of 15 or 16 points. 


White 74 is unavoidable. White took 
the point of 98, but_it would have 
been equally large for Black. 

Black wins by 9% points. 
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Cy @@ a Game Record 7 (201-280) 
gore. et eg’ Ste vo) 15 below 12 31 takes ko 
CDC 10480 176. 1430-72. (OOGS32: 22 takes ko 35 fills at 12 
25 takes ko 56 fills above 54 
Game Record 6 (166-200) 28 takes ko 74 fills at 13 
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LLLRA GO CLUB 


There are a number of company clubs with restricted access, as is the 
case with the LLLRA Go Club sponsored by the Recreation Association of 
the Lawrence Livermore Laboratory, Livermore, California. About 10 
players meet Mondays at noon. The area requires clearance and is not 
open to the public, but anyone who is interested can contact Paul Dubois, 
(415) 422-4237 (work) or 443-8679 (home). 
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A GAME FROM THE 1ST WORLD AMATEUR CHAMPIONSHIPS 


Paul Selick, a member of the Massachusetts Go Association, represented 
Canada at the first annual World Amateur Championships held in Tokyo in 
March, 1979. This account of his first (and only) official game was taken 
from "Shukan Go," or "Go Weekly," a Japanese Go newspaper. 


White: Paul Selick 

Black: Sum Kum Lim 

Komi: 545 Time: 3 hours apiece 
Commentary:, Iwamoto Kaoru, 9-dan 
Translated by Bob Myers 


seer 


Paul Selick is 5-dan, 28 years old, 
and has been playing:Go for 10 
years. He is a teacher at MIT, i 
and was the 1978 Canadian Champion. [| | | cae 

Sum Kum Lim is a 6-dan Korean. He 
is 20 years old, has been playing 
Go for 7 years, and lives in 
Pusan. 

Selick had a bye in the first "I al 
round, so this was his first game, Ka i 
although it was the second round ' 
of the tournament. He took White 
against Lim, who was coming off Game Record 1 
his first round victory over Wil- 18 at 2 
chek of Australia, but Selick ran out of steam in the middle game. 

Lim took 7th place overall. 

Game Record 1: In response to White's attachment at 6, Black can play the 
counter attachment at 7, since the ladder is good for him. Even with all 
the influence White builds-with the sequence to 18, Black's approach 
still seems to be reasonable, turning to the 3-3 shoulder hit at 19. 

If White plays 24 at a, Black responds at b, knocking some of the wind 
out of White's thickness. White c also looks possible, punishing Black 
for his omission in the upper left, but giving Black the san-ren-sei 
along the right is too slow globally. After Black has had his moyo 
disrupted with the split at 24, he can not avoid going back to 25. 

26 and 27 are natural, but White 28 is a bad move, a move in the wrong 
direction. White can always play games starting at d, meaning that the 
lower side is hardly in danger of becoming Black moyo anyway. According- 
ly, White should grab the extension at e. If White really wants to play 
on the lower side, he should probably go all out with the attacking 
move at f. 

Black 31 is a good point, and 33 and 35 are the right way to attack 
White's approach move at 32. The idea is to take advantage of the weak- 
ness in White's position left by his wrong-direction move at 28. Black 
is in charge in this area, and the ladder is good for him, so there's 
no reason not to fight. 

Instead of White 36, the attachment at g or the invasion at 37 are also 
conceivable. Another option is to play simply with the jump to h. But 
here we are seeing the players' individual styles, and White 36 and 38 
are, after all, a reasonable tesuji. 

Black 39, descending to prevent White's cross-under, is natural. If 
White crosses under, Black has nothing left to attack, so the descent 
is both inevitable and in the spirit of the game. 

White can choose to live in the corner instead of playing 40, but he has 
to be careful about making Black thick outside and dooming his two 
stones at the top. The waist-cut at 40 is a good follow-up move to the 
3-3 invasion, forcing Black to decide where to cut. 


(S) 
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At this point Black seems to be 
Slightly ahead. 


Game Record 2: If Black plays 1 


at 3, White will probably still 


block with 4, so the real ques- 


tion is which side to block on 


with 5. If Black plays 5 at 7, 
White will cross under at 5 and 


Black will play a, creating a 


race to capture which Black will 


win, but not before he is pound- 


ed down along the right side. 


Black's play in the game is simple 


and clean. If White had only 


played at 12 rather than 10, it 


would have been an even trade 


and the game would still have 


been up for grabs. 


Black 11 and 13 are alert moves. 
The cap at 17 is played with the 
possibility of the hane-out (be- 


Game Record 2 


low 12) expressly in mind. It seems like White had little alternative 


but to protect at b. 
Game Record 3: The turn at 1 


followed by the hane at 3 is what 


Black has been scheming for. If 
he hanes immediately at 2, White 
cuts at 1, and can live easily 
with the two ataris at 4 and a. 


If Black plays 7 at b, it does 


seal White in, but White can still 


live on the right, and his stones 
at the top are less impacted. 


After Black 7, the nozoki at c is 
severe, so White pokes his head 


out with 8 and 10. Meanwhile, 


Black springs into action with the 


attacks at 9 and 11. If White 
plays 12 at 17, Black's block at 


12 makes it hard for him to get 

out, and if he plays 14 at 24, 
grudging Black his two stones, he 

is destroyed by the atari at Black 17. 
If Black had answered 14 by connecting at 16, 
White planned to connect at 17, sacrificing 

his two stones. But Black struck back at 15 and 
17 instead, forcing White to make the painful 
connection at 18. If White, instead of 18, 
ataris back with 1 in Diagram 1 and then plays 
3, he does get his head out,, but seems to have 
nowhere to play after Black's silent connection 
at 4. If he connects at a, Black has the tesuji 
of the cut at b, with the cut at c in mind. 
Black can also cut at d, capturing the two 
stones. If White tries to play ko with 3, he 
will almost certainly lose, especially with his 
ultra-thin stones on the right. 


In response to Black's connection at 19, White 20 


and 22 are a loss. If Black perchance, instead 


Diagram 1 


of 23, plays a in Diagram 2, White still plays 
2, but when he pushes at 4, Black can no longer 
block at a. But if White first exchanges b for 


c, as he did in the game, the block at a becomes 


¢ a re pea 
atari. This is the reasoning behind the order of = $3 oO 
moves of Black 23 in the game and what White +@- gee, 
evidently overlooked. t Pa 


White tightens up the top with 24 and 26, but 
this just doesn't make it. His only chance is a 
fierce attack in the lower left starting with 
the jump at d. 

If Black plays e on the top, White should hane at 
26 and gladly discard the three used stones. 

Game Record 4: Getting to the lower left first 
locks up the victory for Black. But the knight's 
move at 4 would have been better than attacking 
at 1, and the extension at 4, rather than 3, 
would have been simpler. 

White 4-8 are White's last chance, but Black's 
brilliant combination of 9 and 11 skillfully 
deflects White's strong moves. If White plays 
12 at a, Black will cut with b, then White 12, Black c, White d, Black e, 
and if White plays f, the ladder at g just works for Black, as you may 
want to verify for yourself. 


“lets 


[4 
Game Record 5 


Game Record 5: Black first turns firmly into the center with 1, and in 
response to 2 firm-footedly jumps with 3, with an eye both on a possible 
attack and on erasing White territory. 

I can explain why such a lost game was played all the way to the end 
only by saying that it seems to be a Western custom to do so. I hope 
Mr. Selick, with this middle-game reading mistake loss under his belt, 
will return to Tokyo next year one full stone stronger. Of course, the 
same can be said for all the participants. 
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THE ONTARIO OPEN 
by Pat Thompson 


The Ontario Open was a bit of a disaster this year, When we scheduled it, 
we did not realize ‘that the weekend of August 2,3 and 4 was a holiday 
weekend only for Ontario (not Quebec). Also, a three day tournament 
seems too long. Many people stayed away who would have come for a two 
day tournament. We had only 18 competitors and so did not run a non- 
handicap McMahon. Instead, we ran a handicap McMahon which proved quite 
popular. We divided the field into three bands of six people each: 6D to 
1D, 1K to 4K, 5K to 11K. Players competed against the other members of 
their own band as in the regular McMahon. The games were handicap games 
with players being reranked after each round. 

Each rank was given an "absolute" pairing number. For ease, the weakest 
player (11K) was given a pairing number of 2, and each rank above got 
a pairing number one higher. For example, if a 6-dan (pairing number 18) 
played a 1l-kyu (pairing number 12) the difference in pairing numbers is 
six, so this is a 6-stone handicap game. 

Each time a player won a game, his pairing number was increased by %. 
Each time he lost it was decreased by 4%. Thus, a l-dan (pairing number 
13) would have a new pairing number of 14 after four straight wins and 
would in effect be giving a stone to another 1-dan with two wins and two 
losses, and giving two stones to a l-dan who lost four games in a row. 

If a fraction occured in establishing the handicap, it was determined by 
rounding towards the "normal" handicap. When possible, people with equal 
pairina numbers played ‘each other; or else the closest available numbers 
were paired subject to the normal constraints of a McMahon (two players 
not to play more than once, etc.) 

By comparing the initial and final pairing numbers we get a reasonable 
estimate of a player's actual strength in a form that most players can 
easily understand. This tournament form is excellent for a grading 
tournament. The system is quite enjoyable and is very easy to run. It 
obviously saved the day for us because of the poor turnout and everyone 
enjoyed the tournament. 

The results were: 

Class A (6D to 1D) winner: Se Ju Lee, 6D, wins Ontario Open Champion 
title. 
Class B (1K to 4K) winner: J C Hong, 4K. 
Class C (5K to 11K) winner: Frank Klein, 8K. 
The following promotions were won in the tournament: 
J C Hong promoted to 2K 
Doug Hall promoted to 5K 
Frank Klein promoted to 7K. 


THE ONTARIO OPE! 

# PLAYER RANK 1: 2 3 4 5 6° 7 8 # PLAYER RAK 1 2 3 4 5 6 7 8 

18 J Lee ep ys® 2? 34 4 6 57 208 9° 20 D CHau 3K 53 ge ys ze 33 41? 18 498 
19M S Kim ep 1® 34 23 58 4® 68 g® 268 9 yCHone 4K Joe iit 8° 12? 13° 154 4? 19 
2 T Homma 3p z! 13 193 62 5°* 4? 75 10° 10 D House WK 9& 122 71 154 gt 132 187 26 
3Y Nakayima 2D 2? 19° 1% 84 203 74 5! 42? 41 G Funrman 5K 12! 9! I6% 186 15? 202 131 58 
4 P THompson 1D 62 5® 20° 25 195 22 9% 13° 12 D Hau 6K 11© 10? 13° 92 186 162 15% 3” 
5 3 CarLin it 29? ye g@ ig> 22 47 3! 415 13 K SuTHerLanp 6K 154 18° 12© 162 93 10? qu? 46 
6 Kip Tu 1K Wr 72 5e 23 16 196 15 A STEEL 8K 13? 16¢ 184 10* 11% 94 12? 75 
8 YT Kim 3K 7® 20° 9° 34 Jol 1s? 1s® 16* 16 F KLeIn 8K 183 15° 112 132 75 122 6* 38! 
7S Wrecrams 3K 2@® 62 10! 20° 165 3% 2° 15° 18 M Czrecler 11K 169 135 154 116 126 8° 107 - 


KITANI: 


GO AND I 


(Continued from last issue.) 
Translated by Bob Myers 


Groping Toward the Center 


In the second round of the spring 
Cteai, I lost by one point against 
Takahashi Shigeyuki, playing a 
san-ren-sei opening with White. 
The game here is one I played in 
the third round against Kosugi, 
4-dan. 

Game Record 1: Taking Black, I 
played the san-ren-sei of 1-3-5, 
trying to explore further the vir- 
tues of this approach. I will touch 
on the two 3-3 points of 2 and 4 
later in my section on the 3-3, 
but I do want to pass on my oppo- 
nent's comment that "Trying to 
respond to those damn moves at 1 
and 3, I didn't manage anything 


Game Record 1 (1-7) 


more than to make strange moves myself." 
White came roaring in at 6, whereupon I unleashed the knight's move at 7, 
a clear expression of the tendency of the New Fuseki to press the opponent 


down with high moves. 


Kosugi 4-dan was one of the more active pros during the New Fuseki period, 
especially favoring a three-three based strategy. 


Example 1 


Example 2 


Example 1: The "duuroku Musashi"* games played between Go Seigen and Kosugi 
were especially widely known. Black plays two 3-3 points, getting ready to 
vault into the center, while White counters with a ni-ren-sei. 

Example 2: Then, in this game, Kosugi puts together the combination of 2 
and 4, then leaps imaginatively to 6 and 8. This can be seen as the tip 
of the iceberg of the effect New Fuseki thought was having on other pros. 


*This set of games was so named because the box-like shapes which- arose 
resembled a simple Japanese board game, Juuroku Musashi. 
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Game Record 2: The attachment at 8 
is a natural but still beautiful 
response to the knight's move at 
7; 9 and 11 are then forced. 

Diagram 1: If 
Black blocks at 
1 here instead 
of playing 9 in 
the game, W2 end 4 
will most likely 
follow, leaving 
Black with an 
incomplete shape 
surrounding the 
single White 
stone. This is 
too easy-going. 


Diagram 1 
Game Record 2. (7-17) 


Diagram 2: Or, if Black plays 9 at 1 
here, the hane, he has nowhere left to 
play after the sequence to 7 and the 
cut at 8. Starting with the extension 
at 3 and then going back to 1 just 
changes the order, not the result. 

Instead of the exchange of 15 for 14, 

Diagram 3: Just silently playing 1 here 
is probably conceivable. The atari at 
a would have to be answered patiently 
‘at b, but Black would not end up with 

Diagram 2 Diagram 3 his thick 3- stone pole as in the game. 


With all my strength in the upper right, the extension to 17 at the top 
was the way of thinking at that time in the New Fuseki period, but there 
was still a problem. 


Game Record 3 ((17-20) Diagram 4 


Game Record 3: The goal of the New Fuseki is certainly to expand influence 


toward the center, but that is not always the same as trying to make 
territory there. 


83) 
Diagram 4 (previous page): In that sense, and in terms of the thought 
prevalent at the time the game was played, it's true that, rather than 
the top, a play at 1 in the fallow fields at the bottom could be consid- 
ered more urgent, the idea being to yield the point at 2 to White. But 
anyone can see that 17 in the game is clearly a beautiful point, and it 
cannot be said that Diagram 4, even if playable, is necessarily superior. 
White 18 is the next big point 
after 17. Giving this to Black 
would be too much. White's sug- 
gestion that perhaps the higher 
move at a is better deserves 
careful consideration. Black 19 
turns on the pressure, but White 
manages. only the feeble 20 in 
reply. 

Game Record: 4: Looking back, 
each of the moves here leaves 
room for criticism, but I was 
engaged in a process of experi- 
mentation after all. Still, the 
erasures at 21, 23 and 25, fol- 
lowed by the one-point jump at 
27, were the work of a mind 
crazed with greed. 


Game Record 4 (21-28) 


Diagram 5: It would be more con- 
sistent to place the emphasis on 
outside influence, by exchanging 
1 for 2 here and then combining 
the knight's move and covering 
move at 3. 

Diagram 5 I expected that White would now 

move as in... 

Diagram 6: 1 here, whereupon I was planning to 
exchange 2 for 3, and then head over to the 
knight's move (3 in the last diagram), but that 
was asking too much. 

White did indeed pounce through at 28, and sudden- 
ly I had a difficult game on my hands. Moves on 
the 5th and 6th lines in themselves accentuate 
the difficulty of giving an explanation, but 
in this game an indistinct groping attitude Diagram 6 

facing peculiarly toward the center can be perceived 

J fam om) (os [om (mm) (sm [Teo mn) (ose (ms [ms) [maf 
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GO IN DALLAS 
The Dallas County Go Circle meets every Wednesday at various members' 
homes. There are 9 regular players ranging in strength from 4-dan to 30- 
kyu. Contact: Michael Ohl, 813 Sylvan Drive, Garland, Texas 75040. 
(214) 276-2179. 


GO IN TENNESSEE 


The University of Tennessee Go Club meets Fridays, 6-10:30 pm, when 
school is in session at the U.T. Student Center, Room 202, Knoxville, 
Tenn. Five players attend regularly. Contact: Mack Garner, Rt. 5, 
Maryville, Tn. 37801 ‘ 


Game Record 5: The hanekomi at 29 
is an example of one of the 
approaches I used to use back 


then when my stones were split 
apart, but the moves 30 and 32 
cooked my goose, totafly isolat- 
ing the two stones on the left. 
Diagram 7: 3 
Normally i 

one would 

think of , 

playing 1 ag 

and 3 here, e@poao} 

with the of Fr 

idea of LITT Ti ty 
following Diagram 7 

up with the 

cut of White a, Black b, White c, 
Black d. If White makes a bamboo Game Record 5 (29-47) 


joint with d instead of a, then 
Black pushes at a, White blocks at e, and Black cuts at f, which is 
good enough for him. 

Instead of 39, taking at a is probably right. Getting rapped on the head 
at 36 and 38 seems to cancel some of Black's thickness. 

White 42 is a nice spot. 

Diagram 8: If White jumps out.to 1 here instead 
of 42, Black will start making a nuisance of 
himself with 2 to 8. If W3 at a, b makes shape 
for Black: 

I managed to grab the splendid points at 45 and 
47, but White's profit with 46 was no laughing 
matter either; the result is approximately 
equal. This’ is where the game really begins. 
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GO World 


A bimonthly magazine covering 
the Japanese Go scene with 
games from the top tourna- 
ments, reporting major Go e- 
vents throughout the world, 
and offering comprehensive 
instructional articles for 
both weaker and advanced 
players on new joseki, orig- 
inal handicap tactics, end- 
game, etc. Subscribe with 
The Ishi Press, Inc, CPO Box 
2126, Tokyo, Japan. Annual « 
rates (6 issues): Seamail: 
4380 ¥ Airmail 6200 =. Sin- 
die issues (sea) :730 ¥.2ack 
issues availaple from. rl. 
Incuir2 about club discounts. 


...continued from page 13 
Takahiko Ishikawa of Virginia Beach. 
Perhaps every strong player has his 
nemesis, Ishikawa is Matsuda's. 
Takahiko hes only a mixed tournament 
record. He was 3-3 overall including 
loses to Ron Snyder and Jeff Rohlfs. 
But on at least 3 crucial occasions 
he has cut Matsuda down as he did 
here. 

In round 4, Matsuda lost to Jong 
Moon Lee, a young Korean who 
finished strongly last year. Kang 
met the same fate against Lee in 
round 5. So Matsuda's victory over 
Kang in their sixth round match was 
distinctly anti-climactic. Mr. Lee 
had run away from the field with a 
perfect § 9 recor’. 

There were many contestants for 
U.S. representative to the W.A.C. 
Only 7 of the top 17 players were 
ineligible. The choice came down to oe = 
a last round game between Ron Snyder 7 3 i 
(5 dan, Manhattan Go Club) and Harry | a 
Gonshor (5 dan, N.J.) which Ron won x 
handily. Let's hope he does as well 
against the European players he 
meets in Japan as he did against 
them in Europe in 1978 when he won 
the Main Tournament at the European 
Go Congress. 


Jong Moon Lee 
new Eastern Champ 


A TV First 


Go found its way to TV this year 
through a team effort. The 
prominence of Go in the novel 
Shibumi by Trevanian has been a 4 A % 
Boost to the game around the : ih 


country. When Cho Hun Hyun visited — pon Snyder, Eastern rep. to the 


Washington, D.C., the AGA's spirited 1981 World Amateur Championship. 
organizer, John Goon, managed to get 


coverage by the Washington Post in 
an extensive story (with pictures) 
on the first page of the Style 
Section. The lead and core of the 
article was Go as portrayed in 

John of -course sent this éditor a 
copy of the article. TV contacts, 
‘particularly through my fiancee, led 
to Matt Clark, a novice player who 
q : is an assignment editor for WNBC 
WNBC News at the Easterns News. The press releases I prepared 
for the Easterns, for Jim Kerwin's 
stay (the only American professional, etc...), and for Cho's visit 
combined with a xerox of the Post story provided enough enticement. 
Jim Van Sickle of WNBC Newscenter 4 spent nearly 2 hours talking to 
players, playing with Jim Kerwin, and shooting an excellent 2 minute 


story including 4 reference to the Western Championships. (The text 
may appear next issue.) 


ee) 
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Some Eastern Notes 


Throughout the remainder of the 88 player field there were innumerable 
tough contests for section prizes. The McMahon system did its job well; 
only 3 players had 5 wins. Mitsuo Horiguchi, long time supporter of N.Y. 
go, restored his rating by beating all his. near opposition. Brian 
Butters, No. Virginia Go Club, was clearly the best shodan; he won 
promotion to 2 dan. Jon Nagy cleanly took the Kyu Championship, a nice 
prize, and a promotion to shodan. 


Professionals Galore 


For the first time there were professional players at both the 
Easterns and the Westerns - the start of a trend, we hope. On the West 
coast, Cho Hun Hyun attended the opening ceremony and displayed his 
immense power in simultaneous demonstration losing only 2 games out of 
14. Sen Suzuki, Seattle's resident teaching professional, also made an 
appearance, giving lessons and cheering on his home team. 


In the East we were grateful to have two pros: Mr. James Kerwin and 
Mr. Mikio Sato. Jim was invited especially by the AGA as reported 
elsewhere in this issue. Mr. Sato was also an AGA guest; his travel 
expenses were paid by Mr. Takebayashi and his local expenses were 
covered by a donation from Mr. Nankawa of Prime Line Tools. The pros 
played simultaneous matches both days of the tournament and made 
themselves available for teaching games, diploma games, and casual 
commentary throughout the weekend. Mr. Sato also presented the prizes 
donated by Kumano Nachiguro. They were charming guests enlivening all 
the proceedings. 


Cho Hun Hyun (above left) * 
Jim Kerwin (above middle) 
Sen Suzuki (above right) with 
Hyo Myung Kim, 5 dan (L.A.) 
Mikio Sato (right) during 
a simultaneous exhibition 
at the Easterns. 


Mr. Sato has an impressive ability to teach Go although he speaks 
virtually no English. He is noted in Japan for his work with amateurs; 
it was clear why. He is a master of gentle correction, clear 
demonstration, and good spirit. He is a happy master of go. High powered 
professional players often have egos to match; Mr. Sato is a strong 5 
dan, but he is warm and unthreatening as well. He has kindly offered to 
provide professional commentary on amatuer games for publication here. 


Eastern Representative Tournament 


It is difficult in a McMahon tournaments to pick a clear winner from a 
subgroup of the top section. The system was not designed for it. Yet 
that is what we have done in the Eastern and Western Championships 
tournaments. Only judicious planning by the Tournament Director from the 
first round can control the problem. Both AGA Directors managed to 
minimize the inevitable criticism. The Eastern Executive Committee 
decided to eliminate the problem next year by holding at a later date a 
separate tournament to determine the World Amateur representative. 

The Eastern Representative 
Tournament will be open only to 
those eligible to go to Japan. The 
Easterns Championship will remain an 
open tournament. It will also 
qualify players for the final event. 
The larger distances between the 
major Western Go centers probably 
prohibits this solution on the West 
coast. Careful running of the 
pairing system will have to suffice 
for next year's Westerns. 


Relson Chosen Team Captain 


The ballot for Team Captain by the 
24 members of the Eastern and 
Western Executive Committees 
resulted in the selection of Dave 
Relson. Dave has been a mainstay of 
the AGA since 1976. In January 1977 oe ‘ 1 
he made Ann Arbor the first club to Dave Relson 
insist on AGA membership by all its members. 

He has been Membership Secretary ‘since 1977 keeping all AGA records on 
computer and handling all membership inquiries and sales of books and 
back issues. He has assisted in running the last four Easterns, been AGA 
rating coordinator, Exec. Comm. member, and Ann Arbor Go Club President. 
Dave will Captain a team consisting of H.C. Chen (West U.S.), Ron Snyder 
(East U.S.), and Keiji Shimizu (Canadian representative - from 
Vancouver, B.C.) 


# 


An Apple II Masters the McMahon 


A McMahon tournament is terribly constrained and poses immense 
difficulties for any director. Last year's attempt to program an Apple 
II to do the pairings for the Easterns ended in frustration. Chaim 
Frenkel of the Manhattan Go Club tackled the problem this year. This 
editor provided the logic of the McMahon and the workings of my 
computer. Chaim designed the multi-program system and wrote 95% of the 
code. ‘ 


® 


The first real trial run of the program was the first day of the 
Easterns. As anyone who has ever run a complex program knows, that was a 
bad idea (although unavoidable). To complicate matters further, a 
hardware bug appeared as soon as the machine was set up. (Yes, a new 
installation as well.) Also the operator (me) was not entirely familiar 
with the logic of the program and the designer could not be there. As 
anyone might have predicted, Day 1 was a minor disaster. The rounds did 
happen; the pairings were correct; but at least 2 hours were lost to the 


land of down time. 
Day 2 was fine. The pairings for round 4 took only 20 minutes and were 


done the night before. Chaim came in on Sunday and exterminated the 
bugs, and the machine operated well. Rounds 5 and 6 took only 15 minutes 
each to pair - exactly meeting the specs I had set. 


Next year should see an improvement on the system. Jerzy Novosielski 
of the Mass. Go Assn. has offered to help with programming and 
equipment; he deals in small computers. Chaim will have time to refine 
the code before the next Easterns and to produce a fully documented 
program in the next half year for use in other tournaments (maybe next 
year's Westerns). 


Thank You's 


The U.S. Championships tournament would be impossible without the 
cooperation and effort of many people. Some have been mentioned earlier. 
We are especially grateful to the many corporate sponsors who gave so 
generously and to the three professional players who gave their valuable 
time to visit us: Jim Kerwin, Cho Hun Hyun, and Mr. Sato. But there are 
others as well. Innumerable times a Tournament Director turns to 
someone, asks for and gets help, and doesn't have time to say "Thanks". 
To the organizers who couldn't attend the tournaments themselves but 
still encouraged others to go, to those who brought boards, stones, and 
clocks, to those who took pictures, hung posters, escorted the 
professionals, did byo-yomi, took game records, picked up prizes, and 
did the little things that make these tournaments possible, many thanks 
from the AGA and the players. 


; Somers | 


SABAKI GO COMPANY } 
P.O. BOX 4195 
WILMINGTON, DE. 19807 
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NEW BOOK!!! An Easy Introduction to Go $6.00 
includes U.S./ Canada postage) 


Free Catalog! 


LETTERS s:i.05 WE DON'T GET LETTERS 


Hello? Anyone paying attention out there? Our last issue (AGJ 15:2,3) 
contained a record number of errors in the diagrams - a record we do not 
intend to challenge, by the way. But although we were brought swiftly to 
task for other errors we had made (see letters, p.20), no one even 
inquired about our "dirty dozen" or so. 


KITANI - GO AND I (pp25-29) 
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Diagram 5 Diagram 6 Diagram 7a 


BENT - 4 IN THE CORNER (p30) 


Diagram 6 SEGOE: LIFE AND DEATH 
Diagram 8 (pp46-48) 
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B E 
4-STONE HANDICAP GAME (pp36-44) 


Diagram 11 


Se 
Diagram 9 rb 7 
‘o—e 


ime ore jaa 


Game Record 3 


We think that covers all of them; if not, please let us know. We can 
take it. What happened was this. The diagrams are hand-assembled with 
bits of paper and rubber cement. In the soggy heat of NY in August our 
cement practically turned to water. 


It seems like we mostly had trouble with "a"'s and "b"'s. Well, you 
can bet that from now on we'll be watching our "p"'s and "q"'s too. 
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RATINGS NOTICE 


By Dave Relson, Ratings Coordinator 


This year a new policy was instituted for the Eastern and Western Championships. They were designat ‘i jon" 
with rank corrections being given to all players who had reasonable results. After carvection the aT ayers nee GteeTe Tene 
normal methods. Players who did poorly were not especially penalized. 

The criteria for rank correction were the rank at which the player entered the tournament and the number of games won.A kyu 
player was promoted to the bottom of his entered rank if he won three games. Four wins earned a promotion to the middle of the 
entered rank and five wins promoted to the bottom of the next higher rank. Two wins rated promotion to the middle of the rank 


below that entered. 


The standards for dan level players were one win higher. For example, four wins were needed for a promotion to the bot 
the entered rank, five wins for the middle, etc. rR e-2oroniy 
Following is a list of rank corrections given in the Easterns. The Westerns have not been rated because the results have not 
yet been received by me, but the same criteria will be applied when they arrive. 


— Berlin 7K 
B Bernstein 2K 
S Broadbent 9K 
B Butters 1D 
B Calhoun 5K 
E Casey 6K 
9 Converse 7K 
“‘D Deneen 4k 


E Downes 
“R ‘Falconer 
L Fish 

C Frenkel 
S Gellant 
D Gawley 

J Goon 

B Hewitt 


1K 
8K 


M Horiguchi 5D C Nauroth 7K L Slobodkin 6K 
Y Ishizuka 1K J Ouellet 10 H Small 8K 
RKamsler 2D J Pinto 1k G Stern 1K 
K Kawamura 1K J Rohl fs 40 E Swanson 6K 
R Laiderman 4K R Ryder 40 P Tracy 3K 
R Laird 4k R Schmeidler 3K D West 2K 
S Matsuzawa 3D M Schwartz 3K D Wiener 4D 
W Miller 1k J Schwarz 2k T Williams 3K 
J Nagy 1D F Shore K 


Following are the final ratings for participants, after the close of the Eastern Tournament. 
The first rating is before the tournament; the second is after it. 


Bae, K 
Berlin, E 
Bernstein, B 
Bradley, M 
Broadbent, & 
Bush,» FP 
Butters, B 
Calhoun, EB 


Converse, A 
Converse, D 
Cunningham, J 
Deneens OD 
Downes, € 
Falconer, R 
Feinland, & 
Fish, L 
Frenkels- 
Gallant, 
Gawley, D 
Gold, M 
Gonshor, H 
Goons J 
Grossman, D 
Hasegawa, M 
Hewitt, W 
Horiguchi, M 


Hsu, H 
Hwans> 
Ishikat 
Ishizu 
Ivanov 


Jackson, G 


Kawamu 
Kuo, K 
Kwon, 

Laiderman, R 


Laird, R Se Schwartz, M 
Leer J +526 +585 hwarz, ot 
Leroux, L +450 +472 Shores F 
Leuns, K 450 0-449 Singer, B 
Liu, F +185) Slobodkins L 
Matsuda, T +659 Small, H 
Matsuzawa, & 4155 Snvder> R 
Maunsell» H -517 Sterns G 


Osborne, U 
J Quellet, J 
wa, T Park, Y 
kar ¥ Peterson, H 
ics DG Pinto, J 

Rasland, Kk 


Ratterman, G 
Relson, DO 


ra, k ohlfs, ot 
ders FR 
¥ ta, R 


Schmeidler, R 


-340 


Millers W Stoeckert, T 

Nasy> J Swanson, E 676 
Nankawa, Y +250 SzeJman, A +100 
Naureth, © -1018 Tracy, P -3538 
Nishivama, K +4046 West, Tr -457 
Novosielski, J +161 Wiener, DT 

Oh» K +262 Wile B 

Onishi, T +162 Williams, T -463 ~323 


Comentary by Sakata Eio 
Reprinted from the Berkeley Go Newsletter, No. 7 


FIGURE 1 


ANSWER TO COVER PROBLEM 


Translated by Roy Bogas 


White 1 is an excellent point. It stands in good relation 
to White's thickness in the upper left and aims at the 
weakness of Black's high shimari (corner enclosure) which is 
open on the third line. If Black's stones there were at 
and "a" eliminating the defect by block-ing the third line 
then White should have avoided the entire joseki variation 
he played in the upper left. 


n response to White 1, 
Black 2 is absolutely 
essential. If Black omits this 
move, White will play White 1 
in Diagram 1. This combined 
extension and approach is 
practicall sente, as White 
threatens to play White 3 if 
Black fails to answer. If 
Black connects at 4, White 
will play at 5 or "a", 
destroying Black's base. 


DIA.1 


Returning to the answer diagram, White 3 is somewhat 
restrained by Black's great thickness above and leaves White 
a further extension to "b". If White tried to stretch his 3 
as far as "c", Black would severely invade at "d". 


-1030 Connors 
-277 Converses 
-779 Converses 
10 K Couchs 
8K Covle, 
-740 Crabb, 

-1174 Craisy 

7 K Croco, 

-1053 Cunningham, 

-1456 Curtis, 

DAnselos 

-863 Dannemiller 

30 K Davidson, 


Abramsony 
Abramsony 


Edward P.> 
Robert C. 


Andersons 
Andreloss 
James Michael 


Holberser, 
Charles M. 
Horisuchi+ 
Hsuan-Kun 
Sun Chien 


-1142 De Vos, 
-784 Delanev> 
-460 Deneens 
301 DeCourcelle, 
-1204 DeMell, 
1136 Dombroy 
317 Doushty, 
-203 Downes, 
-273 Lows, 


William A. 
Hutchinsony 
Hutchinson 


Nobuvoshi Daniel R. 


Donald A-2263 


Quentin W. 
Ishikawa, 
Ishizuka, 
Ishizuka, 
Ivanovicy 
Jacewicz, 


Edward R. 


+181 Draisins 
+142 Dransey 
-254 Duboiss 
1244 Duchony 
-434 Duffs 
~493 Dusgan, 
22 K Duhon, Marvant 
12 K Dunham, 
~-873 Dunie, 
20 K Eberhart, H.0. 
-857 Ehrhardt, 
2 D Eliasber 
~1098 Evans, Milton 
-515 Exter, 
~498 Faiman, 
-846 Falconer, Robert 
-1108 Faust, 
-1646 Feinland, Stephen 
1K Feldman, 
5K Feustel, 
~578 Filrus, 
-703 Fish, 
6K Flinn, 
11 K Fosel, 
~SE2 Forman, 
-639 Fox, 


Sheldon Ira Jamshidians 
Miloslav 
Mikkel B. 


Stephen L. 


Steven G. 


Kaladishy 
Bernhart> Kamivama, 
Bernharty 


Bernstein, 


dudith Ann 
Benson J. 


Buerstedt, Dennis R. 


Gerard C.+ 


Philie B 


Kawamura, 
Kawamura, 
Robert E. 


Milton N. 


Breitenbach. 
Brickmans 

Broadbents 
Brockbank» 


Harold BD. 
Edward Alvin 


Osden Ellis, 


Michael T. Lawrence 


Edward A, Myuns-Bae 
Samuel P. 
Preston Jy Kinsburs, 
Stephen A. 
~404 Freedman, Peter 
-905 Freeman, 
988 Freese, 
-737 Frenkel, 
10 K Gabriel, 
8K Galidas, 
-295 Gallant, 
29 K Gates, 
9K Gatz. 
-394 Gawley, 
-946 Geers 
-463 Germain, 
-1290 Germanys 
-719 Goldy 
+489 Gonshor, 
+333 Goodmans 
& K Goodpaster, K. & 
-240 Goon, 
-524 Grinnell, 
>447 Grossman, 
-1300 Haas, 
6 K Halden, 
-405 Hansen 
@ K Harker, 


Douslas M. 


Kobashisawa, 


Sidney H. 
Koester, Kenneth M., J ~164 Mvers 


Joseph F. 


Georse J. 
Chatteriees 


William J. 


Hai Chow derone S. 


Matthew D. 


Laiderman, 
Suna Yoon 


Lanehear, Lester C. 
Clinkscales, 


Gerald W. 
Cochranes 


John P. Re 
dons Moon 


Philip M. 


Wesley H. Leinweber, 


Connellys Robert A. 


RATING 


Kai Cc. 
Bernardo 
Arthur Ne 
Philip A.s 

Steve 


-449 Leuns, 
+135 Levys 
-268 Lewis, 
10 K LeBars 
-1951 Limins, 
-654 Liny CH 

-626 Lindsay, James R. 
-605 Litt, Warren 

5 K Liu, Georse 
-560 Liuy Hui-hsuan 
4188 Liu, Pu-ku 
5S D MacFadven, Matthew 
-843 Masriel, Paul 
4377 Maier, John H. 

-114 Mallon, David 
+238 Mann, William F. 
25 K Mapows Larry S. 
-498 Marsulies, William 
6 K Massey, Rvan B. 
-301 Masui, Kazuo 

+654 Matsuda, Takao 
+627 Matsuhara, Shiseo 
+344 Matsuzawa, Shiseru 
20 K Matthews, Paul 

10 K Matthews, Robert I. 
-590 Maunsell, Henry I. 

7 K McAlister, Donald R. 
20 K McCandless: Georse T 
-1540 McCarthy, John J. 

@ K McFarland, 
-1146 McIntyre, Donald D. 
-2543 McKay, Stanley W. 

2K Melchners Melvin J. 
15 K Merchant, Bruce I. 
-265 Meredith, Russell D. 
-818 Mever, David 
-2048 Michael, Cheryl D. 
-1520 Miller, Lawrence N. 
-749 Millers Terry T. 
-129 Miller, Wilson 

SK Mills, Roger E. 
S42 Mills, William 
553 Minkus, Card 
-1788 Mish, Terrance 
+608 Mivasawa, Nobuyuki 

2D Mivakes Thomas 
-1300 Mobers, Bertley H. 
-1190 Molendy, Gary G. 

-811 Monks, Franklyn T. 
~250 Montalte, Christophe 


Jr 


Kleszczewski, Nicholas 18K Moores Comer E. 


+650 Morioka, Yuji 
~634 Mos. John D. 
Robert 


+111 Nasy, Jonatha 


-1034 Nakavama, Masao 
+247 Nankawa, Yas 
1 D Naruse, HiroJi 
-739 Nauroth, Carl 
461 Nishi, Kivoshi 
3D Nishida, Shunsi 


+408 Nishivama, Katsumi 
354 Nosuchi, Shigeru 
+173 Novosielski, Jerzy 
~843 Nusser, Terry 

SK O’Leary, Art 

#166 O’Sullivan, Harry M. 
-1108 Osilvie, Ken 

+238 Oh» Koon 11 

+517 Oh, Tae Hwan 
“1117 Ghl, Michael 
-1295 Oki, Kimiko 

4123 Onishi, Tako 

10 K Orrenheimer, Leonard 
+110 Osborne, Deborah 
-252 Osman, Eric 

+112 Quellet, Jean-Paul 

@ K Gverholt, Willis 
#392 Park, Youns Kyi 

17 K Parkers Bruce H. 


Graydon B. 


READOUT 
1D Parrot, Alfred F. +552 
+122 Parrott, Steve ~1373 
-1458 Pavlat, Bob ak 
210 Pax, Steven A. +223 
-739 Pears, Thomas ~A10 
-1055 Penman» John 16K 
“1285 Perkins, Cornelius, Sr 8 K 
-785 Perkins, Mahlon F., Jr 8K 
4K Perkinson, Georse -567 
-1708 Perry, Fred +250 
-497 Peterson, H. Philip ~109 
~1928 Peterson, Ted 71170 
~287 Petitieans F. aaa 
~248 Phillirs, Carlisle -1323 
-1393 Phillies, William Ww. ~335 
-739 Pickett, James M. 15K 
10 K Pineault, Wayne 10K 


-467 Pinizzotto, Russell F, ~%62 


-208 Pinto, Jerry E. 5k 
10 K Pray, Alfred Ry ~B62 
-137 Purdom, Paul We, Jr +104 
SK Rabinowitz, Larry =208 
“1647 Ragland, Kim +391 
& K Rambo, John E. +393 
5 K Randolph, John E. 3549 
71244 Ratterman, Georse A.  —317 
-818 Rav, John G.» IIT ~432 
-860 Ream, Edward K. ~862 
-557 Reid, Eric 7297 
-780 Reinhart, Bruce L. 20D 
+174 Relson, David 71342 
~641 Reuterdahl, Tom 1D 
11K Richardson, A. Charles +300 
851 Rieber, John E. —1969 
136 Rieser, Dean “195 
4K Rike, Thomas A. “1121 
-199 Roberson, Mario 30K 
+449 Rohlfs, Jeffrey SK 
794 Roiter, Neil ib 
+261 Rosenblit, Hal -170 
Charles R. 8k 
John +242 
~1599 Rusher, Robert H. 30 kK 
-362 Rutherford, Bob 30K 
+242 Ryder, Jonathan L. 1D 
+389 Rrder, Robert M. G-re4 
4K Sabas, Joserh Ry ~1683 
1655 Saito, Kazuo 11K 
“1757 Sandy, Jim ions 
-108 Sato, Ryrozo 15K 
4K Schack, Joseph phe 
6 K Schaffer, Richard E. ~354 
398 Schmeidler, Richard ~253 
-403 Schmidt, Ron ak 
* 7K Schwabauer, Robert 836 
~403 Schwartz, Mordecai 71031 
~275 Schwarz, Jerald “+418 
1102 Seidler, Sanford W. aK 
109 Shain, Benjamin +512 
2D Shiffrin, Richard mM. -273 
2 D Shima, Kazuo 6K 
-160 Shore, Franklin K. “545 
9 K Shutt, Robert L. 323 
71263 Silberman, Eric SK 
+110 Silver, Alan 71998 
“1446 Silver, Steven 71272 
“339 Silverstein, Arthur 7235 
604 Simon, Burt 7531 
-195 Sinser, Lester 1598 
-1321 Sirler, William T. SK 
12K Skene, Tim ~839 
-1078 Skinner, Jonathan B. 10 K 
-656 Slobodkins Lawrence -994 
-849 Small, Haskell Sie 
7K Smith, Furman, Jr 13K 
8 K Smith, Georse M. 
1 D Smith» Scott 


NOTE: Results from the Westerns 


Snyder» Ron NON-RATED MEMBERS 
Soper, Philir 

Spafford, Robert Askay, Richard R. 
Spare, David Bakers Jerry 
Stafurik, John W. Bent, Georse H. 
Stanford, David P. Berkenhotter, Frank 
Stedfeld, Robert L. Bierly, J. Fe 
Stein, James Boal, Tom 

Stein, Michael P. Boehrer, Bruce 
Stephenson, John C. Boulanser, Michel 
Stern, Garland Bozulich, Richard 
Stern, Marilyn Bryant, Herbert Me» Jr 
Stewart, John A. Burwell» Jack 
Stewart, Jon Campaigne, Howard 
Stoeckert, Terence Campbell, Hush 
Stone» W. Lynn Caroral, Donald Cc. 
Stubbe, John Carpenters Jerrell Dan 
Sullivan, William Jy Carter, AB 
Sumner, Thomas H. Charlton, Charles 
Swanson, Eric Chester, David F. 
Szejman, Alex Cillo, Daniel 
Takabe» Masao Ciprios, Geors: 
Takasi, Hiroshi Corcoran, W. J. 
Takei, Fumio Cornell, Dewey 
Tall, Eric Coulson, Bruce E. 
Tamura, Yoshiaki Cox, John F. 
Tavek, Rav Cross, Alison 
Todd, Michael L. Cude, Mr. Zhen 
Tracy, Philir Davies, James 
Trillins, Tom Davis, Gary Corbett 
Trimmer, Paul A. Dechert, W. D. 
Tsai» Hwan-Tans T. Derr, Dale A. 
Tsuchivay Yoshio Donnelly, Martin 
Tufts, Thomas C. Ekstrom, Philie A. 
Ukais T Elliott, Chuck 
Ulirey, James C. Emish, Ted H. 
Unser, John D. Engelson, Eric 
Uvevama, Hajime Evans, Lawrence E. 
Van Geuns, Robert E. Franklins Robert 
Versine, Georse H. Freed, Benjamin M. 
Vokes» Robert W. H. Frumess, Matthew B. 
Wassoner, Dennis Gaines, Irwin 
Walkers J. T. Garner, Mack 
Walker» Jim Garthwait, Wayne 
Wallach, Bruce Georse, Thomas L.+ Jr. 
Wardise, John Givier, John 8. 
Watkin, Harold Gleason, Philip 
Watson, Mark L. Goldman, Ron 
Webber, Robert E. Grant, Bruce 
Webster, Wallace M. Grimes» Charles R. 
Weil, Jesse L. Gundbers, William, Jr. 
Weimer, David L. Hammer, Howard M. 
West, Douslas B. Harless, W. Hes dr 
Wexelblat, Richard L. Hare, Carl L. 
Whitcomb, Jared S. Harrison, Boyd 
White. Roser B, Haupt, Norbert 
Wiener» Donald Haves, Alan B. 
Wiese, William E. Hinderers H. E. 
Wilcox, Bruce Hirose, Paul 8. 
Willemsen, Michael Hoeflins, 
Williams, Daniel Ro 
Williams, John E, Harold 
Williams, Thomas Hons, Care Pro 
Williamston, Phil Howley, Michael J. 
Wilson, Wayne David Huans, Terence 
Wolfe, FP. Richard Humphries» John 
Woo, David Hunt, David Rovers 
Work, Crais Ins, Wendell 
Yarus, Stuart Joldersma, Jerry 
Yearout, Paul Jones, Stuart 
Yedwab, Laura Yones» William M. 
Yorke, James Kaiser, Gordon S.» Jr. 
Zettel, Leonard Karnow, Curtis 
Zimmerman, Samuel E. Kawamura, Tetsuo 
Zito, Roland J. Kawano» Mitsunari 


were received too late to be included in this readout. Also, those who joined at the 
Westerns or renewed lapsed memberships may are not included here but will be in next issue's readout. 


Steven W. 
Kershaw, Harold 


Kowalski» 


Landmanns 
Michael S. 


Lewis, David Scott 


McClellany 
McFadden, 
McGuisan, 
McKibben» 
Martin J. 


Nishimoto, 
Michael J. 


Sterhen T. 


Laurence R. 
Przvsiezny> 
William G. 


Richards, 
Rickless+ 


Christoph 
Rubaszkin» 
Calvin A. 


Saruwatari, 
Saunders, 


Lawrence E. 


Georse M. 
Elizabeth A. 
Szvmanski» 
Takahashi» 
Takahashi. 


Wansenheim, Ratbod von 
Warshauer, 
Williams» 


Williams, 


Samuel T. 


Zickbauer, 


We never forget 
how important 
you are. 


We never forget how impor- 


tant you are. 
On JAL, that’s more than a 
motto. It’s a commitment. 
‘We do the unexpected as 
well as the expected. Like 
sewing your button back on. 
Or covering you with a blan- 
ket when you've dozed off. 
We think superfast 
flights, first-run films and 


gourmet meals are all 
wonderful. And our guests 
enjoy them all. 

But we believe they will 
never take the place of simple 
thoughtfulness. Of caring. 
Of concern. 

That concern is the first 
rule of Japanese hospitality. 
It is also the first lesson 

JAL people learn. 


Call your travel agent ‘¢) 


or Japan Air Lines. JAPAN AIR LINES 


